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He's bade and bettei than 
ever! Sega's mascot speeds 
onto Dreamcast in the ulti- 
mate Sonic experience! 




Sonic's Back! 

It's the Dreamcast game we've all been waiting for! 

Sonic Team stages first public playtest! ■ 15,000 people attend Sonic event! ■ Yuji Naka tn fine 
comedy form! ■ Crowd chants recorded for use in Sonic Adventure! 



Ifter years of silence, Sonic 
Mania once again 
returned to Japan in 
August when Sega 
announced its first official Dreamcast 
Game, Sonic Adventuie! On Saturday, 
August ;3nd at the Tokyo 
International Forum. Sega showed the 
future of computer gaming to a 
15,000 strong crowd - and they 

't disappointed. Despite follow- 
ing in Warp's footsteps, Sega managed 
to pull off an even bigger and better 
show with three packed-out perfor- 
;s featuring the first ever hve 
playtest of a Dreamcast game... on the 



actual hardware itself i 

The queues 
ed farming on Friday, 
a few Sonic 
camped outside the hall. 
On Saturday, the 

from around 6:00 an 
for the first showing 
at n: 00, and by the 
time the doors 
opened there 
thousands of people 
queuing around the 
building. As the doors 
opened, the crowds 




is transparent crgature iaoks stunning! 



full or Sonic mcrchandlso was on afl«r at the tliow - fram toys (o T-Shirtg. 
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Sonic Team's Future City 

greatest hero shoot 'em up 

returns! revealed! 
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ega 
Exclusive 
shots of PC 
conversion! 
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eo Geo Pocket 

First pics of 
SNK's new 
handheld! 
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A Happy Sonic lint gladly queued for houre, juat to 



II their hsro IhgIi in aDtion. 



A KnuclilfiB eiplorea one of Sonic Adventures many stunningly d«liil«d ilagoi. 



for what seemed like an eternity, the 
lights dimmed, the music started and 
the show began with the now famous 
Iri-san demo - first shown at the Sega 
New Challenge Conference. Next, 
Sega's President, Mi Irimajiri, 
appeared on the stage and made a fif- 
teen minute speech about the 
Dreamcast, explaining about the VMS 
and modem. 



With the introduction complet- 
ed, everybody waited in anticipation 
for what the main event, the debut 
of Sonic Adventurel The curtain was 
raised, revealing a brightly-coloured 
platform where, in an incredible 
stage performance Mr Yuji Naka 
bursts out of an egg-shaped balloon 
to massive applause from the audi- 
ence. Sitting behind a special desk. 



Ml Yuji Naka appeared 
out of a giant egg to 
massive applause! 

he then proceeded to introduce the 
Sonic Adventure Project and talk 
about Sonic Team's tops to South 
America to gather materials for the 




game At this point he ran a special 
comedy-drama video that the Sonic 
Team had prepared, which showed 
Some Team trekking through the 
jungle, standing in front of ancient 
Mayan temples and climbing high 
mto the mountains. Various scenes 
were shown from their travels and 
mixed with clips from the game to 
show how they used there experi- 
ences to make Sonic Adventure. 

Next, Mr Naka called upon the 
director of Sonic Adventure, Mr 
Takashi iizuka, to play the game live in 
front of the drooling audience. In order 
to show that the demo wasn't rigged. 
the audience were asked to choose 
which scene from the game they 
would like to see played, by using a 
massive ' CI ap-o -Meter' to measure 
their applause. Of the three available 




A Sonic Jam: Sega's top men gather lo bring their 



century. Dreamcast Sonic Adventure is 



= A "Why arewe waiting, wliy are we... etc," 
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levels on offer, most people wanted 
to see Sonic on the 'Speed 
Highway stage. Finally, 

everyone was waiting for 
and they got what they 
really wanted - high-speed 
action and plenty of iV 



wanted 



Following the demo 
playtests. Mt Naka 

inounced that he want- 
ed to record everyone's 

and put them into 
ene in the game 
where a crowd is cheering 
for Sonic In order to get 



Sonic Team recorded the 
voices of those present 
and they'll be included 
in the finished game! 



the audience into the right mood. 
Mr Segata Sanshiro (Mr Sega Saturn) 
walked onto the stage, dressed in 
his familiar Judo kit, and got every- 
one to shout "SONICI" ten times. 
With him were two members of the 
Sonic Team sound department who 





band on stage, playing the mam 
theme tune of Sonic Adventure As 
tribute to Sega's blue mascot, one o 
the band's guitars was a special 
Sonic instrument which had been 
especially painted with the black 
Sonic Adventure teaser imagei 
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Dreamcast Demos Exposed! 

Dreamcast technical demos sighted by SSM ■ Biade Runner-style shoot 'em up reveaied ■ 
European demo programmer interviewed IX! Checl( out these incredible screenshots! 




A The aim of the Future City demo is to show dIT tha cddI lighting and particle effects. 
10 SEGA SATURN MAGAZINE 



his month. SEGA SATURN 
MAGAZINE was privi- 
leged to be invited to 
' Sega's London-based HQ 
to bate witness to an impressive array 
□f early Dreamcast technical demos. 

Running on Set Two develop- 
ment kits (approximately 25% power 
□f the finished product], we were 
treated to an exclusive showing of the 
illustiious In-san head demo and the 
Tower of Babel demo, as shown at the 
Sega New Challenge Conference in 
lapan. This was followed by the four 
technical demos first revealed at the 
Ej show in May, viith each designed 
to demonstrate a specific aspect of the 
Dreamcast hardware, [see issue #34 of 
SSM for the full report]. However, by 
the time we got to see them, they 
were old news. 



More interesting were the never- 
seen-before European demos, clearly 
the most exciting aspect of the pre- 
sentation. The first depicted a galleon 
ship floating on a huge translucent 
ocean, with a real-time camera pan- 
ning over the deck of the ship to 
demonstrate the incredible level of 
detail, with no pixilisation whatsoev- 
er. This was followed by a mightily 
impressive Mario 64- style demo, run- 
ning at a silky-smooth 60 frames per 
second In high resolution, with far 
more detail and special effects than 
Nintendo's machine could ever 
muster. The aim of this demo vras 
clear - to show just how superior even 
early Dreamcast development kits are 
over current home consoles, 

To conclude the presentation, 
those present were treated to the 




A Bare in mind tiiat Fulure Clly isn' 




RHURE CITY DEMO: Tom Szirtes 



A Thi Future Clly demo Is ail lising done in real-time. No pre-rondered rootage here. No air. 



incredible Future City demo, screen- 
shots of which are strewn around 
these pages. This real-time shoot 'em 
up features a detaQed space craft 
which was being manoeuvred by a 
Sega representative around a Blade 
Runner Inspired environment, vdth 



incredible real-time lighting and par- 
ticle effects aplenty, in fact, so 
impressed wtre the SEGA SATURN 
MAGAZINE assembled, that we 
tracked down Future City's program- 
ming talent for an exclusive interview. 
Here's what he had to say: 



SSM Wiiat wai the pufpOM In creitlng 

the Fuluie Ctty damo? 
TS The demo's purpose Is two-fold. First 
□f ail. the idea is to provide source code 
to developers so they can iearn quicliiy 

Dreamcast, Secondly, it was developed 
as an internal exercise for Sega Europe 
so that, through making It and learning 
from the problems we came across, we 
can in turn supply an even higher level 
of support to our developers. 

SSM Haw lon| did H take to create? 
How much manpower w» uiedT 

TS The demo was done by one Software 
Engineer (myself) and one Artist (lain 
Nicholls) In Developer Support depart- 
ment in our spa re time (we have many 
other jobs to do) in a few months. 

SSM Why dwoM tha Blade Runner- 
etque Mtllns? 

n Because we love the atmosphere of 
the original film. Also it was a good 
environment to show many different 
special effects. 



SSM What aipectt of thit demo are 
y»u eipectatly happy with? 

TS As a programmer, I'm very happy 
with the particle effects, the same sys- 
tem can generate fire, sparks and 
smol<e. Also, the many lighting effects 
are very nice I think. 

SSM Future CHy hat been coded «n an 
earlier *nd later development kit. It It 
■n ongoing project? What kind of 
improvements coutd you implement 
wHh the final delivered hit? 
TS We do not intend to invest too much 
more lime with this, since It is only a 
programming exercise. The final ver- 
sion will run e:<tremely fast, since the 
demo is programmed to make use of 
advanced features of final hardware 
that we do notyet have in Europe. 

SSM How many poiygom are you dl»- 
playtng pat second with Future City? 

TS Actually, it varies, but 1 think it is 
over half a million. As I said before ,we 
cannot judge this properly until we 
have final hardware. 
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PC Sega Rally 2 Revealed! 

PC Sega Rally 2: first shots ■ Original Sega Rally tracks included ■ Dreamcast version to benefit 
from same home features ■ Exclusive PC screenshots! M Lee has Sega Rally relapse! 



IS SEGA SATURN 

i MAGAZINE was about to 
go to press, some quite 
incredible news came to 
□ur attention. Tt would appeal that 
the PC version of Sega Rally 3 is now 
being developed by the very same 
teatn responsible for the all-Important 
Dreamcast game, and as such will 



benefit from many of the 
play enhancements. In fact 
these features 
will quite lit- 
erally blow 
your mindl 

tion to the 
four traclcs 
from the Sega 
Bally 2 coin-op, 
the CS devetop- 

crafting numerous 

aU-new ci 

inclusion 

Season Championship 

Mode'. Each of these 



le game- 





benefits from multiple 

which, as in Namco's Ridge 

Racer, become available each time 

the track is completed. In total 

there are thought to be a 

ig40 stages in the 
e games, adding 
jme much needed 
longevity to the 
relatively short- 
lived arcade 
experience. 

But the best 

is yet to come. It 

as been revealed 

that four of these 




A Shots like these are an indication of wtigt a Dreamcast Sega Rally 2 should loot like. 



tracks are none other than the origi- 
nal Sega Rally coursesi it's not yet 
known whether they will appear as 
exact rephcasotthe Model 2 origi- 
nals, or be given a new lick of paint 
to make proper use of the PC and 
Dreamcast hardware Whatever the 

that essentially 
you're gettmg both Rally games on 
just one disci It has als. 
light that the home c 
feature an impressive range 
different vehicles, , 
tuning option, variable weather 
effects, night and day time stages i 
jiiiition to split-screen/modem 
iiailti player gaming. It just gets 



The PC veision is a clear 
indlcatioii of what a 
Dreamcast Sega Rally 2 
could look like. 

better and better! 

The screenshots on this page 
are taken from the PC vi 
Sega Rally, but we've been told to 
expect the Dreamcast vi 
look far, far superior. Rest assured 
that as soon as any Dreamcast 
screenshots surface you'll see them 
first in SSM. 




A Ihe PC verjHxi Is being playlested 
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wewHteSiis. It'NtKoultierQrelhBBiKlortheyear, '■ A Loot Sega, Lee') gagging to play a DrsamcasE version,,, hurry up with It already! 



jC^ 



Digital Deligiitsl 



ancy getting your grubby 
little mitts on a Godzilla 
VMS? We've teamed up 
with Digital City, a 

new mail order company with 

a huge range of Japanese and 

■JS games, peripherals and 

riaidware for the major 
; formats, to give 

away a handful of 

these nifty little 

devices to a 



gets, just tell us what you think VMS 
should stand for. Yeah, we know it's 
supposed to be "Visual Memory 

System", but we want you to 
? your imagination and 
wit to come up with 
an alternative ver- 
sion. Send your 
entries to the usual 
address... and be 
inventive I 

Digital City 
IS located at 5! 
Seven Kings Road, 
ilford, Essex IG38DG 




A Want tD get your hands 



NEO GEO Pocket unveiled! 



■■■■ e first broke the news to 
i T T J you about SNK's new 

^ ^ J portable game system 
■■■H last month, but this issu< 
we've got the first pictures! 
Dreamcast compatible, and with a 



range of cool launch games in the 
pipeline, the Neo Geo Pocket will be 
hitting lapanese stores later this year. 
Featuring PDA (Personal Digital 
Assistant) features, a clock, calender 
and horoscope functions, the Neo Geo 
Pocket should be a huge success. SNK 

; II the machine to the 
Japanese public at the Tokyo Game 
Show in October and SSM will be 
there to "have a go.," 




A King or Fignters '9S: Neo Geo Pocket styli 



EfEiBct SNK's machine later in the year. 



I 
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If you stock the 

games and devices 1 .jg^iMssssiFs; 
our i^adei^ want ■ i^^^^^^ 
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gamers 

look to this 
page every 
month - 



-SSi'iKSri 

sfta.'B:.K; 
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For further information 

about advertising in 

Sega Saturn magazine, 

call Kathryn Clements 

they could onomssoyais 

be reading ^gp^ 
your ad ! ^--«-Mr^ 

* Source YTGI 1997 ihe official sega saturn magazine 
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Look, let's jist, say thauhis titli 
njgshpectadliir jcneations 



RWHIiK 





Of the 
Sonic 



It 3 been 



since the Sonic Team 
IBB lor their greatest 



ast month, it's fail to say we got quite excited about the 
Godzilla Generations pics Sega of Japan released to the 
world. Finally, here was an actual game nuining on 
Dteamcast... ai\d it looked fairly cool too. Less than foul 
weeks later, Yuji Naka arrives in Europe with a 60% complete ver^ 
sion of his own Drearacast project, Sonic Adventure... and we're 
blown away. Totally. 

Yes, Sonic the Hedgehog is back in the most gtaphically revolu- 
tionary videogame we've ever seen... perhaps the first home title 
that comes anywhere near the power of Sega's senses-shattering 
Model 3 arcade games. And believe us, in some sections. Mode! 3 
looks passe in comparisoni Dreamcast really is as good as everyone 
is cracking it up to be! 

Just take a look at the screenshots adorning this feature - imagine 
these stunning, render-quality visuals screaming about in full high 
resolution and 60 frames per second actioni Believe us, the screen- 
shots look spectacular as is, but nothing will prepare you for the 
sheet povrer of seeing Sonic Adventure in action. And if anyone dis- 
agrees... well, hand in your copy of SEGA SATURN MAGAZINE on the 
way out - you don't deserve a game this goodi » 

rSEGA 1998 



character . IToiv 



PUBLIC ENEMY NUMBER ONE! 



It has to be said that just about all of Sonic the Hedgehog's ene- 
mies to date have been pretty cute, or else have involved some 
kind of outlandish machine designed by Dr Robotnik. Well, 
Sonic Adventure ups the ante sigruficantly in that Robotnik has 
quite literally dug up a vrater elemental beast known as Perfect 
Chaos who has laid waste to an entire dty, using his liquid form 
to blast apart buildings. Unfortunately, he's growing ever mote 
powerful, thanks to his consumption of Chaos Emeralds. Of 
course, it's the responsibility of Sonic to take him down, The 
question is, how will a small, blue hedgehog defeat a force of 
nature? And besides, even before Chaos is confronted, there's 
also the question of his mini-bosses and of course Doctor 
Robotnik himself to consider! 





velocities. Middle: Jlmy's 
Hammer from Sonic 
Fighters Features In a 
bonus game. Battam: It's 
Knuckles! He's gliding. 
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A Classic Sonic Team 
gameplay Goupled wllh th« 
unrivalled power of 
Dreamcasl? Yeah, baby! 



[f, like us, you're just more than slightly irritated that Sonic Team 
t around to producing an original Saturn title using their 
mascot character, you should be pleased to know that there's a good 

1 why they didn't. Once NiGHTS was completed, Vuji Naka 
found out about the Dreamcast project and decided there and then 
that only the greatest games technology in the world would be 
capable of canylng off his dream of the ultimate Sonic game. Even 
as Nintendo 64 launched in Japan, th« Sonic Team were already get- 
ting to grips with their ideas for theii firet Dieamcast title! 

Concepts were drawn up even as Burning Rangers was put into 
production and, once Dreamcast became a reality. Sonic Team start- 
ed work on the actual game itself, in July of last yeat. Now. over a 
year has past and we're finally going to see what every true Sega fan 
wants - a Sonic game designed by the people that created him! 

HIWIQOKSONICI 

As you might have discerned from the cover of this month's SEGA 
SATURN MAGAZINE, Sonic looks different. A lot different. This is aU 
part of Yuji Naka's plan. The last time he had any direct involve- 
ment in the evolution of his creation was way back in 1994 with the 
release of Sonic and Knuddes. Since then it's been down to others to 



Imagine tBtM BBWSCTBtWWffftl 

greatest development team 



A iom'i assault an Robulnlli's aerial rortresi beglni (Ittt). 



direct the destiny of Sega's mascot character. 

Now Mr Naka and his Sonic Team have reclaimed their creation 
and have given him, and all the inhabitants of the Sonic Universe, a 
complete facelift. So, whilst Sonic is still recognisabty Sonic, he's 
looking fitter, leaner, more devil-may-care... he's even got new green 
eyes! He's now a completely animated character, never staying still 
for a second. In old Sonic titles, when left alone, the most you got 
out of Sonic was the odd vraving finger -expect him to be a lot more 
animated in Sonic Adventure. A new artistic style has been brought 
to bare on the game - the characters just look a lot... cooler now. 
More stylised, if you wiiL 



Vi'Orld S 




the tlmllar stage in Sanic and Knuckles? Ydu won't believe how cdo! this looks! A The Ice Cap stages look like cramming in set-piece after set-piece! We can't wait! 
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A Ghack out the Modal i butting llgliting BffBcls seen in Sonic Ailvanture! 



RBSEARCH AND DEVELOPMENT 

Vuji Naka and Sonic Team went on a worldwide voyage in older to 
leseaich the locations they planned to incorporate in Sonic 
Adventure. Thanks to the sheei powei of the Dreamcast's 3D capa- 
bilities, the team were able to actually digitise textures diiectly from 
ihe source-, so the Inca temples and rain forests you see in the game 
are as stunning and realistic as their actual counteiparts. The same 
thing goes for the roUlng fens and castles you see in anothei stage 
of the game. Sonic Team visited scenic Ireland in order to successful- 
ly capture the ambience of these astounding locations. 

That's the sort of painstaking research Sonic Team have put into 
this game. It's their first Dreamcast project and could well lie the 
greatest 128-bit title we see in the first few months of the system's 
Japanese launch. We guess we'll know for sure when the entire ini- 
tial line-up of Dieamcast produce is revealed at the Tokyo Game 
Show on October 10th-. who can tell how Sonic vrill compare to the 
produce of the other internal Sega B&D departments? 




rap: Sonic strutting his "liiang" as nnly lie can! Ahove ieFt: Sanic 
19 fram rung to rongl Above right: Pop-up and clipping? Hah! 



A Sonk Team have put Draameast's fagging capabllltlea ta Innowithta uaai. 



WHAT 01 THE GAME? 

Sonic Achrenture takes Sonic back to what he does best: participating 
in an action game that's based on a rush of speed, and, though 1 
despise the expression, "eye candy". Remember the first time you 
saw Sonic speeding along the platform terrain at majdmum veloci- 
ty? That's what this game is about... and a whole lot more. 

The game's concept focused first around Sonic himself, with Mi 
Naka and his Sonic Team creating ore of the most detailed, expan- 
sive landscapes yet seen in a home videogame. But then Mr Naka 
realised that these maps could also be used for other characters too. 
He had similar thoughts when he created Sonic 3 and Sonic and 




A Rest assured, Senic 
adventure will blow your 
mind when you actually 
sea it moving! 



THE NEW SONIC WOKID! 



Sonic Adventure gives players 
gameplay experience spread 



X characters to play as, each offering a radically different 
X different acts. Here's the full SP... 




SPIED HIGHWAY 

This level is packed with 



and is designed to show- 
case the sheer speed of 
Sonic the Hedgehog. It 



ICICAP 

Fans of Sonic 3 should 
recall this section as Sonic 
and pats take on the alpine 
wilderness. The ice level 
may well be a cliche, but it 



looks absolutely amazing! still looks "cool", 



RID MOUNTAIN 

Dreamcast's ace lighting 
capabilities are put to use 
in this red desert terrain 
which also houses another 
platform cliche of yore - 




THIIUNGU 

Lush rain forests and Inca 
ruins characterise this 
stage. Clearly ttiis level is 
the result of the Sonic 
Team's recent adventure to 
South America. 



THE FLYING FORTRESS 

In a scene reminiscent of 
Sonic I, we see our spiky 
blue hedgehog hero taking 
on Dr Robotnik's flying 
fortress. It also morphs into 
different shapes as welll 



STATION CITY 

Something of an explo- 
ration stage as far as we 
can tell - Sonic is able to 
enter the buildings in the 
city... and maybe here he'll 
talk to some humans! 
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A k bit of Knucklee action liere - you 




Knuckles ■ even though the same maps aie used, the gameplay 
experience is different, mostly because of the different capabilities 
of his characters. The same principle applies in Sonic Adventure, but 
on a much grander scale. Bigger landscapes, more refined charac- 

Sonic Adventure is best described as s 
playing qualities. Sections of the game 
comrersing, with the camera zooming i 
the characters in the game - these 



with Sonic and friends being fully-animated. 



L action game with role- 
'.f characters meeting and 
to show the full detail of 
re almost render-quality 



All in all, Sonic Adventures offers it all: classic Sonic gameplay, 
cutting edge visuals and a deeper edge to the game thanks to the 
loie-playing aspects too! Oh, and Sonic purists will be pleased to 
learn that the trademark Sonic sound effects (which haven't really 
changed that much since Sonic i came out!) return in all thell glory 
in this new game! 



WHO'S WHO IN SONIC WOKID? 



Each character has six arts to gel the better of, and there are levels that more than one character uses, although with different gameplay 
Sonic and Knuckles). Here's a quick round-up of the stages that the Sonic Team have revealed to date. Know that there are mote coming! 




SONIC THE HEDGEHOG 

A cartoon mammal version of The Flash, Sonic 
exists to run... and to run fast. The sheei buiz of 
Megadrive Sonic is back,, , finally! 




AMY ROSS 

Sonic's "bird" returns 
adorable as ever she 
her to evade danger ' 



the fold, as cute and 

. Her special skills call for 

constant basis! 




tahs 

This two-tailed fox is capable of flying in a het 
copter stylee. Additionally, he can sweep his tv 
tails around in order take ou 




BIG THE CAT 

Imagine Garfield dravm in a Sonic style... a big blue 
Garfield who's eaten too much lasagne! A heavy- 
weight feline customer! 



KNUdOES 

The deadlocked Echidna returns! But his glidir^ 
and climbing prowess is matched only by his unpar- 
alleled digging capabilities. 




E-ioa GAMMA 

A battle droid new to the Sonic stable of characters.. 
This guy has been designed by Sobotnik to oppose 
Sonic... check out the gunl 
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Ik i\ this and lell us honestly that you are not highly etcited 



FISSTIMPSESSIONS 

SEGA SATURN JWAGAZINE was one of only two UK videogames pub- 
lications to meet Yuji Naka and see Sonic Adventute before the title 
was revealed to the Japanese press and Sonic fans in the special con- 
ference Mi Naka arranged in his native country. 
What we saw in a half -hour presentation of the game itself was 
enough to convince everyone present that Dreamcast is the future. 
The sheer speed and fluidity of the game is simply mind-boggling. 



all al 6D fps..- Snnlc's astounding! 



But even just by watching the game (no one outside of Sega has 
actually played it yet) you can see the geruus gameplay of the Sonic 
Team at work. The attention to detail is astounding - it's this kind 
of diligence that puts Sonic Team right up there with the likes of 
Shigeru Miyamoto, creator of the Mario games. But whereas the 
Nintendo 64 is a flawed piece of hardware, Dreamcast allows one of 
the world's premiere videogames creators to realise his vision 
almost flawlessly. See it. Believe it. 



Finally! ^^M5Z^ 3i!^BS^^^^**^*M BB ^^l^^t tmly shows us what 
:; all about . . . 





A Expect Sonic 
Adventure to launch with 
Dreamcast in Europe in 
time (or GNrlttmas 1SB9, 



■4 Dreamcast's high reso- 
lution moda dsmonstrated 
te iult effectl 
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R&D. At the beginning of my career I was w 



.* ^ 



v^ 



■^l- 



lECBMIia 




^J* 




w. 



gas 



KS 



BS3 



VNThisisavpfyiliffii-ijIlpi 
working oni I 



f-v-ifietytothegsmenc 

■1.1. rhjt''=oncofthe)<eya 



iickly SSMHswbrwflillMflralinMpiMhtlMDmnKMttKlnolDgy? 



sasMMifta! 



i5ia ar ajiiiN/Hi aa 



mWJJI-^fil^ P'W 



»M wa yMi b* Wdng ipadal - 



lalwwarHthegametoh3veslalof'eplayvalue.»y(>udon't ofgOodPC 












.^.^ 




^ r^-t 



o".^"^ 



.^"^ - 





Msm\ 



laiLOGV 



ARCADE 



orc& will lie back inJ999jivith the 
ise.of tnaniltar Jtfaps Preque). 
tung in on ineictipn, AM8 prepares 
visogiuauLranJai'away... 
I exciteOWr yEO reports. 



ep. frankly we're as stunned as you are. Not previ- 
ously known foi its Lucasfilm lollaborations, Sega 
has shocked us this month with the suipilse 
announcement of a new Model ) coin-op aimed to 
cover George Lucas' epic three movie space saga. Due for release 
this winter, Star Wars Trilogy Arcade is a fast-paced, multi-level, 
single player action title that looks set to capture the imagina- 
tion of fans worldwide. 

Although development is still in its early stages, the 
game is already looking incredible. Currently boasting six 
main stages, Star Wars Trilogy Arcade takes players 
through a number of famous movie locations ranging 
from the icy plains of Hoth and 
lush forest moon of Endor to 
attacks on both Death Stars. 
Working in close collabora- 
tion with Luc as Arts (respon- 
sible for a slew of classic 
Star Wars videogames), 
Sega's recently formed AM8 
department intends to pro- 
duce the ultimate Star Wars 




"The Force is sirong with 
till! one..." Model 3 powered 




might oF the Imperial Navy! 



A You Just wnn't bBlicve the SpeederbikB stag*! 



3, © 1998 Lucaslilm Ud. All Rights Reserved 
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The real action kicks in 

over the Death Star as X-Wings and TIE 
fighters 

AM8? WHAT HAPPENED TO THE OTHER FIVE? 

So who the heck are AM87 Well, you probably know them bet- 
ter as AM Annex, the same team lesponsible toi Sega Touiing 
Cai Championship and Sega Rally i. Having alieady had expe- 

e with the phenomenal power of the Model 3 aicade 
board, the team decided to give Lucasfilm a presentation of its 
next potential coin-op title. Impressed by what they saw, 
Lucasfilm gave AM8 the green light to begin full development 
and brought LucasArts in to provide input, visual material and 
digital sound effects. 

The restUts, to dale, are simply staggering. Obviously push- 
ing the Model 3 Step i board even further, AM8 has crafted a 
game that not only remains faithful to Star Wars, The Empire 
StriltesBaekandRetumoftheledi, but also looks set to give 
players an arcade experience unlike anything before! 



Ill stigsi are an-ralla, 
allowing playtri Id focus 
on blasttnj 



A NEW HOPE 

Final game details 



5till shrouded in secrecy, but AM8 has 




T'^^^'y^?^ ^^^ EMPIRE STRIKES BACK 

— ^ ™ -' J. - \ - rt ^ : Moving onto the Trilogy's darkest episi 



been kind enough to give us an exclusive first look at Star Wars 
Trilogy Arcade. To say we're stunned is an understatemert. For 
starters, the coin-op cabinet uses a unique player interface, a 
force feedback stick, which moves and vibrates in time with 
the on-screen action. Each stage is also played "on-rails", with 
vehicle move merits being computer- controlled, leaving players 
free to aim and shoot. 

The game itself kicks off with a sequence lifted directly 
from last year's Special Editions, as players watch Rebel X-Wings 
fly past the screen on an intercept course with the Empire's 
dreaded Death Star. The teal action then kicks in as Imperial TIE 
fighters scream past and space is filled with texture -mapped and 

t photo-teallstic starshlps. In this stage, players take on the 
might of the Empire above the surface of the battle station, 
dodging laser blasts and enemy fighters. 

Next, we swoop down into the Death Star trench for the 
famous scene where Luke Skywalkei shoots Proton Torpedoes 
down the Thermal Exhaust Port I This section is just so convinc- 
ing, complete with digital countdown display (taken from Luke's 
X-Wing Targeting Computer) and Ben Kenobi's disembodied 
voice urging you to "Use the Forcel" 



e Trilogy's darkest episode, players watch a real- 
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the Ocatti Slar's surface. We can't wait! 



time sequence showing Luke's Snowspeeder crashing into the 

surface of Hoth, being crushed beneath an A' 
AT Wallcei's foot and then watch as he takes 
out the behemoth with a well- placed 
grenade, Playeis then tahe to their own 
speeders and battle the advancing AT-AT's 
with piedsion flying and tow cables. If 
you thought this looked impiessive in 
Shadows of the Empire on N64, Sega '5 ver- 
sion will blow you away! 

RSTUSH OF THS lEDI 

But, without a doubt, the most promising 





section of Star Wars Trilogy Arcade has to be the Speederbike 
chase. Players mount these frighteningly fast vehicles and 

chase Biker Scouts through the thick foiesf-cov- 
ered moon of Endor, dodging giant tree trunks, 
fallen branches and laser blasts from Imperial 
troops. As in the game's other sections, the action 
is on'iails.with players concentrating on blasting 
and fighting rather than controlling their vehi- 
cles' flight path. AMB attempted to make this sec- 
tion of the game player-controlled, but the speed of 
the bikes and the number of obstacles to dodge 
would have made this stage unplayable. 

BEWARE THE DARK 5IDEI 

With three levels revealed, we can only speculate at 
he game's remaining stages. However, AMB has 
informed us that one section will contain a one- on-one 

Lighsaber duel with the Dark Lord of the Sith himself, 
Darth Vader! Utilising a first-person perspecthre, players use 
their ancient J edi weapon to defend themselves against Dark 
Side attacks and Vader's lethal blows. At one point, players 
clash 'sabers and feel Darth pushing against them. Using the 
force feedback stick, players have to push Vader away and 
respond with an attack of their own< 

Sounds stunning. And speaking of "sounds", expect the 
Stai Wars Tiilogy Arcade cabinet to feature Surround Sound 
speaker? (essential for experiencing that John Williams 
soundtrack) and a powerful Sub- Woofer located directly 
beneath the player's seat! 

We 11 have more Star Wars Trilogy Arcade coverage next 
month ^nd even more amaiing shots to reveal in Coin-Operated! 



tMB has even fjlthfully 
reproduced the famous 
Star Wars opening 
seguenca in its entirety! 
We're In siieck! 
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SDIE 1 SHOOT 'EM UP 




SHOOTING IN THE RIGHT DIRECTION 



There are three weapon placements on the Guardian 
Force ship - the fixed forward-firing cannon, the rotat- 
ing turret and two missile bays. It's possible to hai/e 
all three weapons fitted at once, which makes for 
sorne pretty hectic action when you're firing forward 
shots, flipping lasers around 360 degrees and dis- 
patching little homing missiles to finish thejobi A 
piessof the 6 button fires one of the five special 
weapons, which «ary from homing Are lasers to weird 
plasma balls which sit in the middle of enemies deliv- 
ering damage. It all looks quite decent in a retro kind 
of way, but it's hardly cutting-edge laser action. 



Our thumbs are still hurting trom playing Raiiiant 
Silvergun, the stunning newly-crowned overlord of 
Saturn shoot 'em ups. Does Guardian Force have the 
strength to survive the Silvergun assault? 

Guardian Force 



I '^~ ] there I was, just about to sit down in 
^^ fronlof Emmerdale with a cup of tea and 
^9 half a packet of chocolate Hob Nobs, when 

I I the damn phone rings. And guess who it 

Is? Onlythe bloody Transglobal Defence Department! 
Turns out the whole world was invaded by blood-crazed 
aliens from the planet Teeflux while I was at work, and 
do you know what they've done? Only gone and 
destroyed everything in their all-conquering wakel 
Luckily, they left one untested and experimental fighter 
unscathed, so I've barely got time to wolf down my tea 
and switch off the telly, before pulling on my combat 
leathers and runniirg out to save the world I 

Fortunately, the TDD has been developing a blind- 
ing little one-sealer for this kind of situation, and the I-2 
Multi -Blaster™ sure is the ship for the job. Vou see, it's 
got these two guns fitted onto it - one which fires for- 
ward all the time, ahd another which is fitted to a spin- 
ning turret. This may be rotated by pressing a couple of 
buttons on the VR-Comlink" head-up display (this craft 
may also be controlled by plugging a Sega Saturn joy- 
pad into the Betfo-iacl( Unicom" adapter). This is the 
best feature of the ol' J-2, allowing pilcits to simultane- 
ously attack fonniards while also sweeping around to 
CD«er enemy attacks from the back and sides. 




A These pics Illustrate the Importance oF diagonal shots. 

And another reason why the I-2 won the 'Best 
New Innovation' award at the 3353 Marsbase New-Tech 
Expose is its upgradabiiity. Throughout the levels, play- 
ers are able to collect power-ups left by destroyed ene- 
mies- as youd expect. Guardian Force allows players to 
collect an excellent eight different weapons, with sever- 
al specific guns for the spinning turret, meaning players 
usually control two totally different weapons through- 
out the game. There are also five separate special 
weapons just for upgrading the fflovinglurret. These 
are powered by collecting icons which fill the special 
gauge, and unleashed by pressing a second button. 
Thesespecialsflrein the direction the rotating turret Is 
facing, so it's possible to Are your super-attack in any 
direction you choose, making alien toast of anything 
that offends you, no matter where it's hiding. 

The levels themselves are a mixture of horizontal 



. Ihotg icont hoost the pDwer of your main weapon. 
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A The bossai are ill 20, although a few still have some pretty Impressive attacks. It's probably a bit too easy for some. 



we've ever seen, although the devious way the game 
changes the scrolling direction gives the normal levels a 
bit of extra variety to make amende. It's fairly easy to zrp 
through the game on the generous ten continues the 
default setting allows, although each level does feature 
its own unique look and style - albeit with some pretty 
uninspiring and dangerously bland-ln-places visuals. 

All In all, Guardian force is a cool - If unspectacular 
- Itttle shooter, with enough clever ideas and innova- 
tions to raise it above the level of most predictable 
blasters. We're certainly fans of old skool shooters and 
this title makes the grade in most areas. However, it 
does lackthe kind of quality features that push players 
(and the Saturn) to any new levels. It's a worthy pur- 
chase for shoot 'em up fanatics... but definitely put it 
below Radiant Silvergun on your Import shopping list. 



A The little gauge in the corner show) how much special 
power you have. If there's enough Juice In the tank, cue uf 
these rive dischai^es occurs when you press fire. A dlFTerenl 
special Is produced by each of the five turret weapons. 



A The rotating turret adds a groat deal te Ihe gameplay. 

and vertical action, with the Saturn even switching 
directions mid-level to make Guardian Force a very tech- 
-■ical blaster, especially as players often need to rotate 
.'.eapons to compensate for the changes in direction 
ind sometimes end up fighting down the screeni The 
graphics sit in the well-worn 2D seat, with not even the 
iiightest sniftof a polygon wafting through the levels. 
~he bosses are okay, but not the largest or most varied 



I Qui 
I It's 



Quite enloyame in a retrO kind Of way, but 

hardly cutting-edBe shoot em up action 



; 



; m 




::' t... 


PHSS SIMT 




a-string weapon is very strange indeed! A The purple blobs ere generated by one of the specials. 




a pretty good shoot 'cm up 
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1 STYLE RETRO | 




It was only a maner of time before it happened. Yep, 
Konami lias jumped on the retro bandwagon and 
compiled thirty of its classic MSX games for Japanese 
Saturn owners. Can they still cut it a decade on? 

Konami MSX 
Collection 



I uropean Saturn owners have i 

1 in feeling paranoid, I m 

I ft that such fantastic games ai 

I Street Fighter, Dead or Alive a 

e destined to remain import-only? Why i 



i/eryjustifi- 

X-Men vs 
id Crandia 
. ft that 

multi-format games always end up being crap on the 
Saturn, despite talented developers proving beyond all 
doubt the true potential of the machine? And why is it 
that Konami releases top titles such as Castlevania X 
and Suikoden in lapan, but gives us European Saturn 
owneri Crypt Killet and Whin? Odd that. 

But for those of you with switched Saturns, the 



erableti 



t quit! 



Japanese games available to 
doesn't end up collecting dus 
latest of these to arrive paste 



isth, 



CoUe 



re's a glut of top 
nsure that your Saturn 
as a door- stop per. The 

Antiques MSX 
one of the best retro compilations to 
the Saturn to date. 




[ 



tenns of Sheer size »d value for money, 
s retro compflatioii just caii't be beaten! 



1 



In terms of sheer size and value for money 
Konaml's retro pack just can't be beaten. Comprising a 
staggering 30 classic games from yesteryear, Konami 
has opened our eyes to the vastly inferior retro compi- 
lations from such arcade giants as Atari, Namco and 
Williams. Rattier than releasing several retro volumes, 
each comprising six games and retailing at a costly 
thirty quid a pop, Konami has taken advantage of the 
vast storage capabilities offered by the compact disc 
format and crammed the best of its MSX games onto 
just one disc. More power to them for doing so. 




A Kananni's Sflcc«r lan't quilt In lti« same realm of excellence 
more recent ISS '98, but it'g still a fairly decent 



This cracking little racer attracted a veritable gaggle 
of onlookers when we first played it, not least 
because Antarctic Adventure bares an uncanny 

.0 the Oreamcast launch title. Pen Pen 
Trikelon, The aim of the game is simply to get your 
penguin over the finish line before the time limit 

'Oiding the hazards contained within each 
of the Antarctic levels. It's not quite up there with 

s, Konami Rally and Road 
Fighter for example, but definitely worth a look. 
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And when we saythebestMSX games, we really 
~:ean It. Unlike comparative retro packs whicfi Invari- 
=Diy offer a couple of'ciasslcs' with a handful of dodgy 
recade-old stinkers to pad out the package, each and 
ivery one of Konami's MSX titles are classics in their 
?wn right. There's classic iD beat 'em up action in Vie 
irKUNC-FUand its sequel, arcade shoot 'em up fun in 
■;neawesomeCradiu5,rarnpantly playable sports Sims 
^iich as Kondmi's Golf, Tennis, Boxing and even Billiards. 
Not to mention the classic Hyper Sports series. You will 
:;uite literally be spoilt tor choice. 

The only real downer is that this excellent retro 
compilation will not receive an official UK release, given 
nat Konami turned its back on the European Saturn 




Basically a conversion of the classic Konami Hyper 
Spoitsarcadegame, but due to the memory con- 
straints of the MSX cartridge, only three of the events 
actually made it into Hypei Sports i (the rest can be 
found on the equally biilliant Hyper Sports 3). Button 
bashers are well catered for with the weight lifting 
eirent, whereas the archery and skeet shooting (clay 
pigeon shooting to you and me) requires a greater level 
of skill and timing. Definitely one of the best games on 
Konami MSX pack. 



market a considerable time ago. Not that it stopped 
them releasing Whizi mind you. Anyway, that means 1 
only place you're likely to find a copy of Konami Antiqc 
MSX Collection is at your friendly local import shop. Bi 
ifyou'reintoyour retro games and have a bit of spare 
cash floating around, it's well worth tracking down. 
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A iLeftl Ttie skeet shooting 
(Right) Knacker ynur Saturn joypad 
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The Sega Ages retro brand goes from strength to 
strength in the Land of the Rising Sun. This month, 
Sega announced that two of its most celebrated 
Megadrhre platformers will hit the Saturn... 

Sega Ages: Disney 



^ 



■iaSI 




, IhB upressiDn d( character in Ihe sprites is quite lovely. 



[ 



Mickey Mouse and Donald Duck team up 
for some Sega Ages retro action! vean baby! 




eFote the dayt of Sonic the Hedgehog' 
mega-poputarity. Sega needed a 
with which to battle the mighty 
Mntendo and its Mario series. True, thi 
firm had superior technology in the form of the 
Megadrive (whilst the NES mas still Nintendo' 
platform), but truly mass market characters 
required to boost the Megadrlve's poor platform 
game showing. 

The game arrived in the form of Castle of 
Illusion and the character was the hugely populai 
iionic Mickey Mouse. Now thanks to the Saturn's 
retro brand, Sega Ages, we can relive all of those 
thrills [and morel) with the aid of our trusty 32-bi 
black boi<esl 

Ves, Castle of Illusion Is heading for 
the Saturn in a dc 



with the follow- 
up- the Donald 
Duck vehicle, 
Quackshot. Tothatend, 
SEGA SATURN MAGA- 
ZI^JE dug up both titles 



e just how this pack will 
up come October time, 
when the games appear in soft- 
ware stores all across Japan {and 
presumably in your trusty local 
import emporium). 

Castle of 
the-art for its time, but it has tc 
said that the advent of Sonic the 
Hedgehog certainly upped the i 
le 16-bit platform genr 
IS very svveet indeed with st 
and a good wholesome style, but the 
of the cartridge (jiiK) means that 
amount of repetition in the graphics 
thestylesof today. The gameplay is a 
sedate too -the bosses aren't likely to 
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CASTLE OF lUUSION: 199 



Debuting in Japan before being released a few 

months after the official European MegadrJve launch 

in the following year, Castle of Illusion was regaled 

as a quality platformer. For the time, the 2D cartoony 

graphics 

game was Sega's first attempt to dethrone 

Nintendo's Mario. However, It was way too simple 

iplicated next to Mazier (and the blatant 
ripping off of the ep 
unforgivable) and it 

hedgehog to unmask and eliminate the Italian 
plumber months later... 




Despite this Castle of Klusii 
in Japan) being far superior 
Quackshot was ui 
didn't go on to share anywhere i 
ularity as the first Disney game. 
as Ouakeshot is a lot more sophi 
Mickey's adventure and boasts a iot 
(and challenge) for your money. Maybe the fact that 
Id Duck isn't quite as popular as Disney's rodent 

in rnay have had something to do with it. But then 

ain, so might Sonic the Hedgehog... 
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1 SITU 1 SHOOT -EM UP | 




X-Multiply and Image Fight on one CD? That's, like, two 
of the best shoot 'em ups of all time presented in one 
convenient pacioge. It's a laser-based dream In 
software format! Make no mistake. 

Arcade Gears 



Ehere have been some truly magical 
moments in the large and durty atthives of 
gaming histoiy, and a tompany with more 
than its fair share of classics is Japanese 2D 
specialist, Irem. You'll know Irem as the company behind 
the rightly beloved R-iype. as well as the stunning X- 
MuHiply and the not-bad Image fight. Now, Irem has 
bundled its two second best titles onto a single Saturn 
disc. We're in Heaven! 

The gameplay in X-Multiply is more advanced than 
R-Type. mainly due to thefact that youfship comes 
equipped with two massive and free-moving tentacles 
bolted onto the top and bottom. This opens up more 
possibilities for attack and defence, as they act as a shield 
from enemy shots and smaller enemies themselves. A 
quick press oftheD-pad flings these protective barriers 
wherever you like. These tentacles also become signifi- 
cant offensive weapons, as dragging them across huge 
motherships causes massive damage (leaving players 
free to attack whatever's comingfrom above), and the 
collection of power-ups, like forward lasers and heavy 
artillery bombs, further adds to the experience, 

image Fight is an altogether different kettle of tech- 
no-organic fish. Punishing use of the restart points 
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'il A They don't make 'em thlt lougli iny mon. No sir. 



f compat 



Shoot 'em ups will 

compare with these ClaSSiG blasters! 



; 



A Hodca the dstenslve tentacle power-ups on Ilie sTiId? 

makes this 2D shoot 'em up even tougher than its X-pre- 
fined soul mate, and the simple lact that it's over a year 
older than X-Multiply leads to an all-round less impres- 
sive display of visuals. Still, if R-Type and X-Multiply were 
all aboutstyleand design, Image Fight was more of an 
all-DUttestnfsurvival and weapon accumulation, with 
unique (at the time) features, such as being able to set 
the ship's speed manually, along with free-floating 
drone-weapons which fire m the opposite direction to 
the ship's movement, setting it apart from the crowd. 
Image Fight does boast an excellent array of power-ups, 
but the super-tough nature of the game makes it a mas- 
sive struggle to see the more advanced weapons. 

One of the reasons why these older shooters 
always seem so much harder than their modern counter- 
parts is their use of the old restart point, which has been 
phased-out in newer blasters. Even the mighty Radiant 
Silvergun - the best shooter released in years - may be 
completed by virtue of infinite continues and simple per- 
severance, whereas the notion of forcing players to 
replay the section they've Just died In (often restarting 
way behind as 'punishment' for the error) makes It 
downright essential to master every inch, every attack 

: and every boss in these old blasters. Both X- 
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THEY DON'T MAKE 'EM LIKE 
THEY USED TOi 



Irem was at its peak between 1987 and 1989 with the 
releasenfR-TypeandX-Multiply, along with Image Fight 
sandwiched infaetween. Most gamers were still too busy 
cramming their dinner money into R-Type's tempting 
slot to notice X-Multiply when it came out a year later, 
which left the latter game overlooked and underrated. 
There followed what we could politely describe as a 'bar- 
ren pefiod', briefly pierced by 1991's Metal Slug- predating 
platform blaster, GunForce, and in 199J with ace subma- 
rine blaster, In The Hunt, Irem seems to have awoke 
from its recent cryogenic state though, with the release 
of retro-pack R-Types (R-Type i & 2) on PlayStation - let's 
hope Irem can 'do a Capcom' and contlnueto innovate 
and entertain us like they used to... 




:a untWwl blasttrs should bring back a faw niBiraries for 



more (aNin) 'mitura' midars. 



Multiply and Image Fight use this restart point philoso- 
:hy to make players redo areas they've messed-up 
jsually without those hard-earned weapons tool), and 
; i the reason why modern shoot em ups will never 
;3mpare with these classic blasters. It's also probably the 



reason why they're so ingrained in 

History will probably record R-Type as being Irem's 
finest hour, but connoisseurs may argue that the inncwa- 
tion-packed X-Multiply, or mega-tough image Fight are 
both equally worthy of a place in the blaster hall of fame 
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Da vs TOMB SAIDBK 2 

Dear SSM 

I've just been reading issue #34 of SSM and in partic- 
ular the excellent Dreamcast news that you did. The 
head demo and the Tower of Babel look really nice, 
but I would muth rather have seen some games. I 
guess we'll see them in a few months time, Dj 
lookedfairly good, very Tomb Raiderish. Even the 
characters share similafities in their names. But 
hopefully Di will be the better game as the 
Dreamcast can do far more things than the 
PlayStation and PC can Individual polygons for snow 




4i> 



flakes for example. Wow! I'm also looking forward tc 
your new look issue with even more Dreamcast bits, 
lust one more thing, where do you come up with 
such phrases as 'awesome graphical capabilities', 
'senses -shattering' and 'visual frippery'? 
Nick Pike, Somenet 



IP graphical capabilities' emeiged 
from fiK-Ait Editor Dave Kelsall's imperson- 
ation of ex-Mean Machines Art Editor, Or Browne. 
' Sense t-shatlering' was puitoined wholesale from 
the original Stan "The Man"" Lee (creator of Spider- 
Man, Fantastic Four, X-Men) and er... 'visual frippery' 
was made up by Lee Nutter - and is, to be franli, a 
shambling mockery of a sham, to Invoke yet another 
time-honouieii phtase. RICK 

RSADBSS' AKT IN SSM? 

DtAR SSM 

I've been buying your magazine since issue #6 and 
think that it's the best games mag around. I was 
reading a few months ago how you wanted people 
to write in with ideas on how to make the magazine 
even better (a nearly impossible task I'm sure), but I 
have come up with an idea. After glancing at several 
other games magazines, I've figured out what your 
magarine is desperately missing - a readers' art 
page. Readers of SEGA SATURN MAGAZINE could 
write in with some pictures they've done of their 
favourite games characters or entirely new charac- 



ters they've created and you could give a prize to the 
best one. It's not original ! know, but worth a thought. 
Wayne Russell, Casileford 

j ^ ^ Thanks (or the tip Wayne, but a five year-old's 
"^^^ half-arsed rendition of Sonic is hardly the sort 

□f materia! we want to tie filling the hallowed pages of 

SSM with. LEE 

OVIRSEAS LETTIIl 

Dear SSM 

I was browsing through an import shop in Ottawa last 
week when i cameacrossacopy of Sega Saturn 
Magazine. I've never seen a Saturn specific mag 
before so I picked up a copy and was quite impressed. 
You guys are lucky to have a mag like this. In North 
America the best you can expect for Saturn coverage is 
a couple of pages here and there in the multi-format 
magazines. The press here have all but given upon 
the system. It's nice to see that Sega is still alive and 
kicking in the UK. 

Sheridan Hortness, Canada 

j^ j^ Maybe you should consider subscribing. LEE 



VF3 DILIMMA SOLVED 

Dear SSM 

Sega has a perfect opportunity to show these Tekken- 
lovers why VF3 is more superior - by bringing it home. 
But of course, they are in a bit of a dilemma: shall we 



dUemma for Sega now is which version to release 
and when. Vour thoughts on the matter please.... LEE 

SEGA RAILY 2 OS DAYTONA 2? 

Dear SSM 

I've been following your extensive Dreamcast coi. 
age over the last few issues with avid interest an 
must say that I've been completely overwhelmed by 
this fantastic new izB-bit machine. As a racing game 
fanatic, I'm particularly looking forward to getting 
some good driving games (Metropolis sounds great), 
which Is one area in which the PlayStation managed 




do it for the Saturn or for the Dreamcast? Frankly. 1 
cannot see why this is a hard decision. The Saturn con 
version is obviously going to be a lot poorer than the 
arcade, while the Dreamcast could enhance the game 
In all departments- sound, graphics and outdo the 
Model 3 original. So what's the problem, ehf Go for 
the Dreamcast! 

Amarpreet Bosi, via email 




to consistently out-perform the Saturn. But Sega 
must be faced with a terrible dilemma right now - 
which game to convert first: Sega Rally z or Daytona 
2? Both are on Model 3 technology so should prove 
quite simple for Sega's programmers to do on 
Dreamcast. but in which order? Personally I hope it's 
Daytona 3 first as the original one is still one of the 
best games around in the arcades. What do you 
think? What's the inside word from Sega? 
Andrew Scatl-Thomat, Leeds 

>i^ Whilst Daytona i cectainly has the graphical 
"-*^^ edge and would prove a better showcase for 
the Dreamcast's technological capabilities, there's lit- 
tle doubt in my mind that Sega Rally 2 is actually the 
belter game. Rally 1 demands a far greater level of 
skill from players to progress through it successfully. 
However, even totaUy inept players can bundle theii 
way through Daytona 2 in a haphazard way and still 
perform reasonably well. But aside from being the 
better game, Sega Rally 2 is also the more likely of 
the two to appear at launch {in lapan at least). In 
fact, the PC rendition of Sega Rally z is pretty much 
complete, which certainly bodel well for the 
Dreamcast version. LEE 

IT IS INEVITABLl! 
Dear SSM 

Just a quick femindef that Sega's power will over- 
come all PlayStation owners, it is INEVITABLE! it's like 



IHldiM^ 



'.alking into a dog pound, stroking six Persian cats, 
vJth five cans of Pedigree Clium in each pocket and a 
Weaty Treaty' grasped tightly in each fist, you are 
^□ing to be charged at by at least 23 German 
ihepherds. IT IS INEVITABLE!!! 
Dave Petti . Winchester 



AlIVI U IN NBBD OF A KICXIMG 

:>EA>i SSM 

can't believe that yau guys are really getting this 
-ot and bothered about Adam Ay of all people. I 
-lean, I don't take any reviewer seriously vnho isn't at 
;ast in his twenties. Mr Ay's first memory of 
.ideogames was probably Mortal Kombat on the 
;upef Nintendo. Anyone who hasn't at least tasted 
-heGolden Age of Gaming (1981-1987 with the rise of 
-fie arcades and the Commodore 64) is not to be 
-'usted. SSM's reviewers do seem to have that edge 

■ou were drooling over Missile Command some 
-onths ago). I use my PC primarily for work and 
s-nulatlon (MAME and C645), I suggest Adam Ay 




: jss the same during the summer months, maybe 
-^en we'll see some good reviews from him. Other 
-an that, just ignore the twat. He just doesn't 
:?5erve all the free publicity. 

MlKha 'Retrold' Schuti, Holland 

,^£St W' couldn't agiee moie Mischa. But Adam Ay 
'^^ haslong been the bane of our lives and 
iMCTved the kind sf chaiacter assassination usually 
reserved for the Mad Jock McMad Award. Oui leaden 
:ssiied. najr, demanded it! LIE 

LET'S GIT PHYSICAL! 
::f •! SSM 

nought your magazine the other day 

-e way to school and was amaied by 
■-e new super-console, Dreamcast. I 
; -.owed the pictures to my mates 
;-d they just weren't impressed at 
^.1 One of them is a Nintendo 64 
rwnerand claims that the graphics 
:r his machine lookjust as good 
srd claims that even the PlayStation 
ooksasgood. i explained that these 
-verejust technical demos and that thi 
i^ual games would be much, much better, 
:i,1 no one wanted to listen. Please give me so 
i-nmunftron to wipe the stupid smirk off that 
:~isrmy git's facel 

Danny Coif, Cheihunt 




j^ts, Theplcturesof the Dteamcast Gadzillagame 
^^^ (pievious issue) and the fantastic Sonii 
Adventure scteenshots this very issue should soon 
wipe the smiik off his face. Failing that, a snoaker 
ball in a sock should do the tiick. LEE 

KEEP THE SATURN AUVII 

Dear SSM 

We all know that the Saturn hasn't got long to go, 
but is it worth getting a Saturn now? I was thinking 
that if they wanted to, Sega could put very good 3O 
conversions onto the Saturn and the very best 3D 
Stuff onto the Dreamcast. This would please people 
who would not have theDreamcast, but only the 
Saturn. Sega could even do the odd 3D Saturn title 
just to keep the Saturn going for a few more years 
until the Dreamcast is up and going and beating 

any mag before so please could this be printed? 
Carry Smith. London 

^J, Good idea. But Sega is likely to put its full 
^^^ development might behind Dreamcast, lathei 
than effectively halving its resouices by continuing 
Saturn support. LEE 

One of the reasons the Saturn launch wasn't every- 
thing it could have been involved the lelocation of 
resources to deal with the 33X project... Sega won't 
make the same mistake twice. RICH 

WHAT AM I... TILLOW PAGES? 

Dear SSM 

I have a BIG problem [Damn right. Vour hand writ- 
ing's appalling - LEE]. I bought my Saturn five months 
ago second hand with two pads, a memory cart and 
about ten games for £80. In the time that has passed 
I have only bought a few games, such as Discworld 2. 
Doom and Frankenstein [you're obviously a stickler 
for quality then - LEE]. Two months ago I went to EB 
to trade some of these for FIfA '98 or Sonic R, only to 
find to my dismay that they don't trade Saturn 
games any more. Luckily I remembered another shop 
that bought games. Well, you can guess what hap- 
pened next - they don't trade Saturn games eitherl 1 
ended up coming home, games in hand, very disap- 
pointed. So could you please tell me if there are any 
games shops in the Ashford, Canterbury, Maidstone, 
Folkestone or Dover areas that still sell Saturn games 
and peripherals? 

Matthew Dray, Kent 



QUIT COMPLAINING 

Dear SSM 

Everything sounds extremely good 
about the new system and although 
the controller will be pants for iD 
beat 'em ups, it will be great for 
. everything else so I implore some 
of your other readers to stop com- 
plaining. If your inklings are correct 
and Sega does release a specific pad 
for 20 beat 'em ups then it doesn't 
ter anyway However, the best thing as 
s I can see is the VMS which looks like 
being a particularly nifty pieceof kit. Even though 
the Saturn is near enough dead [however much you 
guys try and hide it) I will carry on getting your mag- 
azine so that I can find out about all the latest infor- 



Briefly... 



Dear SSM 

I've been buying your mag since the very beginning ] 
and have written quite a number of times, but have 1 
never had a letter printed, so please print this one 
or I might not bother any more. I'm writing about 
the PlayStation 2.... [hold it right there fella - LEE] 
Adam Carole, Manchester 

Aside from the fact that it'll be years before 
PlayStation 1 actually emerges in the UK, next to 
nothing is known about the console. So we won't 
be fielding any questions on the matter until near- 
er the time. LEE 



Dear SSM 

I owned a Megadrive and then a Saturn and 1 really 
want to be able to afford the Dreamcast. Do you 
think I should sell my Saturn along with 20 games 
and a Virtua Gun? Do you think that would give me 
enough money? And congratulations on the fantas- 

Neil Burton, Bournemouth 

Selling youi Satum and 10 games may raise the 
cash for a Dreamcast (though I doubt it), but then 
jrouTl be vrithout a console for over a year. Your best 1 
bet Is to hang onto your Satum and pester your par- 
ents for a Dreamcast doiei to the time, LEE 



Dear SSM 

I'm having trouble deciding which game to buy - 
Panzer Dragoon Saga or Shining Force III? In issue 
«33, loads of people were saying that Panzer is the 
best Saturn gameofall time. Whereas SSM's Gary 
said that SFIII has the cutting edge over Panzer, 
Helpl Which game do I buy? 
Robert Stack, Surrey 

The answer is obvious. Buy both. Seriously though. 
SFm's a longer game, but Panzer's more spectacular 
to look at and easier to get into. The phrase "horses 
fbi courses" springs to mind. RICH 



Dear SSM. 

I v^nt to knowjust one thing. Could the Dreamcast j 
handle a game like Spikeout? Obviously without 
the mutti-play mode, but with CPU controlled play- 
ers. Looking at the Dreamcast itself with it's four 
joy pad ports, I suppose a split-screen option isn't 
out of the question. 

Simon Stallwood, via email 

As we've mentioned before, the obscenely powerful 
Dreamcast hardware should facilitate perfect 
Model 3 conversions. That means games such as 
Sega Rally 2, VF; and Spikeout could be done with 
relative ease on the Dreamcast, I doubt we'll see 
many split-screen games though, considering that 
the Dieamcast comes with a 33.6Kbps built-in 
modem as standard. LEE 

Oh. right. So those four control poets on the front 
are just for show then? Of course there'll be split- 
screen games! RICH I 



Sletteri 



mation on Dreamtast and all Sega's arcade games. 
To all those readers who feel that you should stop 
your arcade features and Drearncasl news, don't be 
such gitsi If the Dreamcast is as powerful as you say 
(which I'm sure it is] then it really will be Sega's most 
important release to date and I just hope it gets 
everyaspect of the launch just right. Well, that's it. I 
shall now climb down from my mountainous soap 
boK and make myself a well-deserved cup of tea. 
Goodbye... for now. 

Luke Jones, via email 




, Srs, Vknow, there's not really a lot more I can 

'^^^ add to that. Except, of coune, "well taidl" LEE 

SATURN GAMSS ON DREAMCAST? 

Desr ssm 

Not that anyone will take any notice of what I have 
to say, but it appears that the most important ques- 
tion about the Dreamcast has not yet been asked - 
will Saturn game discs play on the new machine? 
If they do, then surely the loyal Sega user base will 
buy into the powerful iJ8K games technology, rele- 
gating the old Saturn to the loft. Sega will then no 
doubt reestablish itself as the number one 
videogames hardware company in the UK. 
If Sega doesn't make Saturn games compatible with 
the new system then buyingyourfavourite games in 
Dreamcast format would be a real turn off, 138K 



alone \ 



d future and is 



matched by other systems. Many Sega Saturn users 
mould move to the PlayStation because of the sec- 
ond-hand game availability and Dreamcast may end 
up like the N64. 

How about some info giving confidence to Sega 
users that Dreamcast is a commercial proposition? 
Marty n Cape well, Middlesex 



PS I'm probably your oldest reader. 



AND NOW FOR SOMETHING COMPLETEIY DIfFERENT... 



j^^ Then 'hat would explain your senile ram- 
^^^ blings. For starters, the Dreamcast is an 
obscenely powerful 138-blt machine. Not uSK, 
Secondly, Sega has no intention of malting Dieamcait 
compatible with Salum games. It would just make 
the Dreamcast look old and ciap as opposed to the 
cutting-edge piece of kit it really is. Lastly and most 
disturbing of all, you appear to be under the misap- 
prehension that Sega is about to re-release old Saturn 
games for the Dreamcast. For want of a more witty 
response, the word 'mentalist' springs to mind. LEE 

IT'S A TKAGBDYI 

Dear SSM 

I write to your superb mag in anger and frustration, 
Vou see, after reading your review and playing disc 
one of Panzer Dragoon Saga, I decided to save up for 
the full game. But my friend bought PDS so we 
decided that I would buy Shining Force III and then I 
we would swap. After my friend completed disc two 
of PDS, he gave the first two discs to me. Then came j 
the tragedy. On my way home on my bike, some little ( 
git kicked 3 ball out in front of my bike, I hit the ball 1 
and crashed my bike. I looked at the game and disc 
two had been smashed! I had a go at the boy and hi; 
dad for about 15 minutes until I realised I was to gel 
no compensation for a new game. I told my friend 
and 1 bought him SFIII and he gave me discs one, 
three and four of PDS back. Now I can't get onto disc 
three without the second one. I rang Sega, but w 



DUR SSM 

Ihavebecomeawarerecentlyof the increase in the 

number of whinging gits on your letters page. 

Although some good points are often made, the lack 

of optimism in your readers is becoming uncanny 

Okay, I think we have realised now that there aren't 

many more Saturn games coming in the UK, we know 

that some readers don't agree with your review scores 

and Virtua Fighter is certainly not as 

crap assome of your less tolerant 

readers would have you believe. But 

people still insist on repeating the 

same points. Okay, point made. Now 

for something completely different - 

I have come up with a few ideas for 

some games that would give Sega a 

win in the last round with Sony 

1) Virtua 'British' Cop - Despite how 
good VC and VC2 may be, no game 
has yet reflected the life of a gen- 
uine British policeman (or woman). 
Due to this gap in the games mar- 
ket, I have identified the need for 
AM2 to expand on the Virtua Cop 
series, casting players as a good 
old British police constable. Of 
course, guns aren't allowed with the British cops, so a 
plastic blue 'Virtua Truncheon' could be used instead. 
Imagine the fun that could be had hitting your televi- 
sion with the plastic, blue Virtua Truncheon, picking 
off the 30 polygon hooligans In car parks and council 
estates one by one. Lucky players could also find secre 
weapons intheform of CS sprays and handcuffsl 

2) Bedroom Heat -'Nuff said. But after Winter Heat, 
ourfevoufite characters could return for a bit of 
rumpointhebedroom. Players can select two charac- 
ters (preferably of different sexes) to 'battle it out' at 
the beginning of every 'event'. Special options include 



s' and a varied choice 
of different beds. Enperimentatior 
with different control pad com- 
mands and combinations leads to 
players pulling off different 'moves'. The first se 
lator... very intriguing! 

3) Lee vs Street Fighter - The poor old Street Fightei 
seem to be having it out with everyone lately, s 

x-Men, MSH and Capcom. So if Capcom starts 

Its Street Fighters against neitt, 
why not SSM's very own Lee 

hair, foul odour and bad habits 
would be enough to beat any Street 
Fighter Could M Bison's psycho- 
power penetrate Lee's BO? In a word, 
no. So there we go Capcom, a match 
for the Street Fighters (by the way 
Capcom. hurry up with R£2 and put 
Final Fight on your next retro disk!). 
Well, these ideas are a bit crap actual- 
ly A Tomb Raider-esque Spider-Man 
game with fully interactive, explorable 
city scape and lots of action, a 
Resident Evil-style Alien game and a 
128-bit Dreamcast Sonic title would 
certainly make worthy alternatives to an appalling 
'Lee vs Street Fighter', 

On a final note.when will we see pics of this new 
Sonic game? I've been waiting four years for it! 
Dean Wilson, Uncoln 

Try this issue. I've literally Just got hack feom Sega HQ 
after meeting the legendary Mr Naka and seen Sonic 
Adventure in action. If s absolutely amazlr^y good on 
a cosmic scale! This is the Sonic game you've waited 
all youi Uie to playl RICH 





told that PDS wasn't being made anymore! I tried to 
find a replacement, but I can't. Is there any way to 
just get the second disc? 
Daniel Driver, Herts 

j0^ You basically have three options. 1. Use your 
"^■^^ mate's Paniei Dragoon Saga save position to 
progress onto the third disc, i. Take advantage of the 
generous refund policy offered by certain chains of 
videogame stores, completing the second disc before 
reluming it. 3. Chin the little get who bust your game 
and rdck his dinner money. LEE 

OFFICIAL DREAMCAST MAG? 

Dear SSM 

I would just like to congratulate you on a wonderful 
magazine that you have created over the past few 
years. It has been a pleasure to have it In my home 
and it has helped me through some tough Saturn 
games. Anyway, let's get to the point of the letter. 
In issue#34youstated that you are going to change 
the name of the magazine. Obviously It will now be 
titled Dreamcast Magaiine because it is the only log- 



mui'M^j^ 



ical name, Sol have this question for you, why back a 
console that is not coming out until late 1999? As 
you stated yourself, the SatUfn is still going strong. 
Vou have contradicted yourself let's concentrate on 
the future of the Satyrn and try and get a few last 
exciting games out for it, 

Evefyone knows the Dreamcasl is better and there 
should be coverage in the magazine about it, but the 
people who buy the magazine are buying it because 
they have a Saturn and not a Dreamcast machine. 
Therefore I will finish this letter by stating that there 
should be more Saturn content than Dreamcast 
because it rs the Saturn we want to know about 
mostly and not the Dreamcast machine. 
Robert Sims, West Glamorgan 

,^X, It's tme that SEGA SATURN MAGAZINE has 
^^ been mote of a general Sega mag for the last 
fewnionths,but we can't just "makeup" Saturn 
games to cover. To be honest, Dreamcast is sooo excit- 
ing that you really HAVE to )mow all about it! RICH 



RICH KID WKITIS.„ 

Dear SSU 

After reading about the new console in the last cou- 
ple of issues. I was wondering if you could answer an 
important question for me? At Christmas I might be 
going on holiday to Japan which would give me the 
opportunity to purchase the Dreamcast over half a 
year before the official UK release, without paying 
the huge import costs. If I did buy it over there, how 
much would it cost me and would I reed to buy a 
converter or something to play English games on it? 
Or should I wart for the UK Dreamcast. which I will 
only do if it plays games full screen and at full speed, 
as I have already paid for my Saturn to be converted 
sol won't be happy if I have to do it again. Also, will 
Sega releasethetop quality games over here this 
time unlike the Saturn? If Sega gives the new console 
its full support it will be a massrve hit. 
Charlie Markillie, Cambi 

^J, Geei,that'5 about the fifth letter we've 
^^^ recetved from readers who are eithei going to 
Japan to get a Dreamcast or have a mate In lapan 
wha can get one for 'em. You're in luck though, as 
lapan is in recession at the moment, which means 
that whilst millions of Japanese kids go hungry, you 
can pick up electrical items at piss-cheap prices. You 
could probably get hold of a Dreamcast tor some- 
where in the region of £i50-£joo, though you'll need 
a television capable of displaying an NTSC picture 
(sounds like yours does anyway) and a step-down 
power converter for about £lD. Obviously the Jap 
Dreamcast will only play Japanese games, but once 
the PAL machines arrive over here, most import 
shops will do a conversion job on your Japanese 
machine to enable it to play English and American 
games too. Sounds like a good idea to me. LEE 




very month, the most disturbing mis- 
sive we receive Is showcased in this 
I little area of the mag. This issue we 
;e the much -anticipated return of 
Haig - you may remember, he's the guy who 
in telling us all about the Dreamcast er... 
right after we published the self-same details a 
month earlier (see issue #34, page 46). Now brace 
yourselves. He's back... 

Dear SSM 

)ooooo sorry for insulting your 
intelligence, but the stuff I found out about the 
Dreamcast was on some Internet site 1 heard about 
and it wasn't Game-Online) and I thought you 
vould like to know about it. How was 1 supposed 
o know that RICH had a ticket (lucky bioke) to go 
othe Sega New Challenge Conference and was 
^oingtodoafeatureon what he saw? And before 
you say something like "it was in the magazine", I 
don't read EVERY page in any magazine. In fact, the 
only mag I've ever read from start to finish is 
Saturn Power issue #i, and that was only because 
they had a competition to find four phrases in the 
mag. I think you should do a compo like that, and 
give away a voucher to have your Saturn switched 
(bythe way. where did you guys get your Saturns 
switched then, eh?). 
Oh, and if you really want me to tell you what's Ir 



your trash can and what you have for breakfast, 
my guess would be rubbish and maybe a fry up. 
Well, until neKt time 

ChrisJHaig, Taunton 

Apology accepted. Clearly you missed that bleedin' 
obvious (and surprisingly huge) opening news 
story in issue #31, saying we were going to the 
show... On a related note, imagine my surprise 
when I found your initial missive appear identi- 
cally wittiin the hallowed pages of GamesMastei 
magazine (without any kind of comedy response I 
might add). Now, how on Earth could that have 
happened, eh? 





DYSLEXIA WARNIHGI 

Dear SSM 

I've been reading your magazine ever since the start, 
so please help me out. My mum says if 1 keep playing 
Saturn games for as long as I do (approximately six 
hours on a school day, ten hours on a weekend), I'll 
go dyslexic. Usually I don't take any notice of her, but 
with the school holidays coming up, she's threaten- 
ing not to let me use my Saturn during the day! 
Please convince her that she's wrong and that I 

Matthew Monden, Notts 

^S, You''emumisCmPletelyWomg Matteh". 

■^^ jh^ie si no sieniifi^ proof to supprt the cltam 
that vidoegam s mkaes you dyalBjdC. eHL 
SIX HOURS ON A SCHOOL DAY?lf I wouldn't worry 
about "going" dyslenic, but 1 would be concerned 
about the quality of your home work and the devel- 
opment of youi social skills... lust limit youiself to a 
couple of hours of gaming a day and follow yoiu 
mother's advice, RICH 

STATING THE BLEEDIN' OBVIOUS 

Dear SSM 

People keep asking what SSM is going to do between 
now and the UK release of Dreamcast. They're also 
saying that if the UK doesn't get more Saturn releas- 
es, you can't keep reviewing imports because only 
the most extreme Saturn gamers have their 
machines converted to play import games (like me) 
and the majority don't therefore these reviews ate 
useless to them. 

But I've got an idea that may make your magazine 
survive until the UK Dreamcast launch. Keep review- 
ing UK Saturn games until they stop, still review US 
and Japanese import games and the final part of my 
idea - do Dreamcast import game reviewsl 
Ves, in November this year, get an import Dreamcast 
machine and get reviewing import Dreamcast 
gamesi Get the games reviewed before anyone else I 
Maybe if you ask Sega of Japan nicely it'll probably 
give you a Dreamcast and some games fresh from 
Japan! After all, you are the official Sega Magazine 
and you'll be doing Sega a big favour by promoting 
Dreamcast more with these reviews. Then people 

1999, Did I just save your magazine or what? 
Jonathan Teoh, London 

^^ WaltasecondlWithallouicollectiveyearsof 
^*^^ journalistic experience, do you seriously 

thir\k we hadn't thought alK>ut covering DreamcacI 

games? Crazy fool. LEE 




Yup, it's certainly good to have an interesting 0+A mailbag this month. 
Tkam, it turns out that this new-fangled "Dreamcast" contraption you're all 
on about is actually quite exciting. Having seen the full power of Sega's 128-bit 
wonder, I can only dream at the brilliance of the games we're going to be play- 
ing when the machine makes its debut! Believe the power! Anyway - enough! I 
haven't slept properly for ages, so let's just get the address over with: INSOM- 
NIAC Q^A, SEGA SATURN MAGAZINE, 37-39 Millharbour, London E14 9TZ. Or... 
email ssm.qa@ecm.emap.com. 



ISIKICOGEOmfiOOD? 



arSSM 



ie first tJr 






:n toyou.sotanyou 
please print this' 

1. Can Dreamcaitplayaudio CDs like Saturn and PlayStation^ 

2. IstheNeoGeomachineanygood.asIt seemstohavealot 
of good games available for it' 

Phit Speller, Aythorpe Roding 

j^lSt ■- ^^' "° problems whatsoevei. 2. It certainly 
■^^ does, if you like fighting games. Bear In mind 
that a lot of those titles are available on Saturn thoughl 

nCBUMMBSUES 

DearSSM, 

I won't bore you with saying how great your mag is and all 
that since you already now that, so hereare my questions^ 
1, Will Spikeout. Virtual On 2 and fighting Vipers jcomeout 
on the Dreamcast? 

3. What's going on wrth Said Race, will it come out or not? 

3. Will Sega continue bringing out Its awesome arcade titles 
on the Dreamcast' 

4. Will Sega work together with Namco again? 

5. Will the European Dreamcast games all be PAL optimised? 
(they better be!] 

Serge V^nderetraeten. via e-mail 

j^t^ >■ Spikeout would be a natural choice for convet- 
^^^ sion onto Dieamcast, as would Virtual On 2. 
However, we can't say for certain until the Oclobet Tokyo 
Game Show. 2, 1 severely doubt it. The game's already get- 
ting on for two years old, I'd rather be playing Daytona a 
and Sega Rally 2 myself „ 3. Yes, but they will have to suit 
the home audience too. 4. When did Sega ever work with 
Namco? ;. No-one knows quite wtiat the ML Dreamcast 
will be like, but with that much power on tap, a bordered 
slow display would be a mighty leldovm. 



2. Unlikely, but I think it's a great idea. 3. Just you wait 
and seel 4. This is unknown at this time. ;. We have lots 
of single CD demos, but nobody could compile them onto 
one CD, We decided that single game CDs weie a waste of 
money and we diiln'l want to ilp our leadeis off. 



DearSSM, 



OUESnONSTfUThUnDt! 



nelbilow 



1. Does the Dreamcast really havea 138-bit graphics engine or 
15 it just two 64-bit chips working in tandem? 

2. Is Sega likely to release some of its older Model 2 games on 
the Dreamcast as well as the newer Model 3 ones? It would 
be good to play arcade perfect versions of HOTD, Sega Rally 
and Touring Car ■ especially if they were released as a super- 
cheap budget range. 

3. Do you think that the Dreamcast will beaWetoref^icate 
the sort of graphics seen on the FMV Intro to Resident Evil 2 in 
real-tlnie? 

4- Does Microsoft intend to develop its own line-up of games 
(br the Dreamcast? 

5, What happened to the demo of "Croc" that you promised in 
issue 26? Are there any more demos in the pipeline?. 

John Uulholland, Rutland 



WMNH! 



arSSM, 



I have been reading your magazine from the start but ha\« 
never tried to contact you beforeand would be very grateful if 
vou would please answer these questions for me? 
1 Will the Dreamcast have a built-in converter chip so we can 
run import games? 

2. Will there be more than one sen/ice provider for the Intemei 
and will the Dreamcast be compatible with PCs? 

3. Which game is the best; Worldwide Soccer '98 OR World 
League Soccer gB? 

4. Will there beany big releases for Saturn between nuwand 
the launch of Dreamcast in the tIK? 

Martin Hevey, via email 

^TS, )• ^0 wayl You've gat to be kidding! 1. You should 
^^^ he able to use any service provider. Internet con- 
nection is pretty much a standard, ^ We prefer WIS aui- 
setves, tnit both are fine games, 4. Deep Fear Irwks like 
being the last new PAl Saturn game, 

GM&IEUeDCOUaiES 



lid get straight to 






sting 



questions then 
I. WiliweseeStreetFighterAlphajon Dreamcast? 
; is Sega planning a Virtua Cop 3? I saw Time Crisis 2 when I 
:! Bournemouth and this isa really good game arid I 




^ 



t Nope. The main CPU is uS-blt internally, com- 
municating with the other chips via a 64-bit bus. 



3. If Virtua Cop 3 is coming out, will It have a two-player llnk- 
upfeaturellkeTC2? 

4. tt was hinted that Namco was developing for the new 
machine. Isthlstnje? Does this mean that the Dreamcast 
can have games like Time Cnsis 2? 

5. tread in GamesMasterthat Sony's ewlusive Tomb Raider 
lock-out deal didn't count with Dreamcast so does this mean 
that the Dreamcast could get Tome Raider 3? 



6. How many games have l^een confirmed for Dreamcast? 

7. When reading about Dj, you said that the fighting 
scenes tool; place In Resident Evil' style, but when reading 
Edge It showed pictures of D3's battle scenes and they 
looked like they are in Doom gamesi Why's this then? 

8. Any pics of Resident Evil 4yct? If not WHY THE BLOODY 
HELL NOT?! I can't wait. If not when will ya? 

9. It's not really a great surpriselhat Dreamcast Is more pow- 
erful than Model 3 is it? Sega did skip from producing a 64-bit 
machine to a i;8-bit machine, so shouldn't vre be comparing 
Dreamcast'5powertothehopefullyfbrthcomingModel4? 
ic HasVirtu3Fighter3(or4) beer confirmed for Dreamcast? 
11 I know that Sega hasn't got enough moneyto release the 
4MB cart for X-Men vs Street Fighter so why not cut it down 
and give us the version which the PlayStation is getting? 

Dave HutchbiscHi, via email 

^JTSj I. Capcom is adopting a wait-and-see policy 
■^^ before developing for Dreamcast, but ifs likely, 
yes. 2. Theie's no information at the moment, 3. 1 cannot 
answer this, obviously. 4. Names has made no such hint 
;. Wrong. But the Lara Croft contract expires four months 
after Dieamcast's offidal launch. 5. All of the ones we 
talk about here in SSM! 7. Warp's changed it, as witnessed 
last issue. 8. Because Capcom hasn't even finished 
Resident Evil 3 yetl 9. The "Naomi" technology is based 
[>n Dreamcast and will be the successor to Model 3. 10. 
Nope, but VF3 is hugely likely. 11. Because the PS version 
really is rubbish compared to the 4Mfi wonder that Is the 
Saturn gamet 



Hey - it's frequently asked 
questions time. This is the bit 
where the most popular 
queries of the month aie addressed! 

1, How can the cheap Dreamcast be more powerful than 
a top-spec two grand PC? 

jJl2o *™P'*- Around three quarters of a Pentium II 
'^^^ chip is used to retain compatibility with all 
PCs (going right back to 19791}. 't's a hugely inefficient 
design. The Dreamcast's main chip is liISC (meaning 
it's faster for a start) and developed especially for 
games. Additionally, the CPU is coimeeted directly to 
the graphics chip (unlike a PC), meaning a vast 
increase in the throughput of data. Bottom line: it's 
designed for 3D games. 



2. Is the PlayStation 2 
Sega's Dreamcast? 



re powerful than 



^T^ Whs knows? PlayStation 2 doesn't exist yet 



machine won't be due until the year looo at the ea 
est whereas Dreamcast will be in UK shops in 
September 1999- 
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Funamlzu, General Producer 
of CapGom's Development 
Division. We're not northy! 



SSM Can you t«1i ut what Capcoffi'l plani for tha Saga mafkel 
t Drcamtail hat bean annauiKcd? 

NF We'll continue producing Saturn games for the rest c 
this year Our line-up consists of Capcom Generations, 

Marvel Super Heroes vs Street f^ighter in October. 
Dungeons & Dragons Coliectior 
Street Fighter Zero 3 in spring next year. That m 
probably be our final Saturn game, SFZ3, MSH vs SF and 
O&D Part 1 will all use the 4 MB RAM cart. 




SSM Will you continue to pod all of your CP-Syitcm II artada 
gam«t lo lh« Saturn? 

;'re not considering releasing any games after April '99 
because we can't be sure that there will be anyone out 

there still buying Saturn games, Sega has stopped all 
evelopment on new Saturn titles and will only release a 
jollection of budget games from now on. Most shops mill 
remove their Saturn section of games and replace it with 

something else. 

5SM Will thare tvat be another Biohaiard game on tha 

NF No, there won't. We've already announced this in Japan, 
but we haven't officially stated this overseas yet. We did 
loing Biohazard 2 and we had started it, but we 
cancelled the project because of Dreamcast. 

SSM li the Saturn capable of handling Biohatard a or would 
you have needad to uta the 4 MB RAM cartT 

NF it wouldn't have been impossible to do a Saturn Biohaiard i. We 
don't really need any more RAM, the real problem is that the CPU is 
too slow and it doesn't have the power to handle the graphics 
calculations. Maybe Sega's own development teams could push the 




^^s3 A Dungeons & Dragons Collection: Still on schodi 
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CPUCl05 



:5 top performance, but we couldn'i 



SSM What vfai your fint impraision of the Piflimcart? 

NF It was completely different to wh3t I thought It was going to be. 
was surprised to <ee that It was even more powerful than Model j. 
The hardware look? very Interesting indeed. 



SSM Old Capcom giva any advice lo Sega about what 



like tc 



lee from the Dreamcast hardware? 

NF We did ask Sega to make sure that it supported zD 
titles as well as 3D. However, at the moment the 
Draamcast's 2D tools aren't as good as we would 
llkelhem tobe. We're hoping, that before the final 
version is released, Sega wHI be able to Improve them 
to our expectations. 

SSM So wIPI youi 1O pragarmmlng leami ba able to 
praduo p*rfa<t (onvanlant of CP-Syttem III games or 
Dream cast? 

NFTtiat really depends on whether Sega has listened t 
or not. If it makes the amendments we've asked for then 
it should be passible. 



X-Hen « Street Fighter; 
Gap com Is disspointed Its 
4MB masterpiece was 
never released over her«. 





A Resident Evil 1: Ho Saturn version folks, but a Dreamcast game leaks Dkcly. 



A ...will be a mam moth undertaking, 
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GBpCBm Ginerttians: Five 

collecllcitis ar classic 

relrn games ars coming io 

the Saturn soon! 
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4A 



ir you're after arcade perlect 

conver^ons tlwn Capcom 

GoNfitlan WHIM tho 

■Bwartoimriirqivil 



SSM The 6iDh»arri franchiie inmi idaally lurtad t( 

hardwarB. Can you let ui in on any of your plani for bringing the 

world of tutvival horror lo the ii8-b)t generation? 

NF On October 6th, Sega will hold its Mew Challenge Conference: 
Part J. Capcom will be there to make a joint announcement with 
Sega about Biohaiard on Oreamcasl. 

S5M Who from Capcom will ba >t the Sega New Challang* 

HF Probably, myself, Mr VoshiklOkamoto (President of Flagship, 
Managing Director of Capcom's R&D Division) and Mr ShinjiMikami 
(a Biohaiard Producer). There might be more staff present because 
we will be announcing several title;, not just Biohazard. 

SSM What are your thoughts on the non-roleaia of grade A quality 
trtlei like X-Man vi Street Fighter artd Vamplra Savior In the US and 
Europ.? 

NFOf course we are very disappointed with this. The problem is that 
overseas sales companies were really opposed to the use of the 4MB 
BAM cart because of the additional expense involved. The European 
and American markets are very hard, so they didn't want the extra 
risk. Personally, I think that they should have been able to support 
these titles, but instead consumers have to pay very expensive 
import prices instead. 



SSM Dreamcatf will appear in an arcade fori 



11 the Naomi board- 




Since Capcom lupported the PlayStation Syitam 11 and 11 hardware, 
are you at all tempted to switch to the far greater jD powefofthe 
new Sega machine? 

NF We will make an official announcement about this at the lAMMA 
Show in Mid-September, but I think that we will eventually stop 
using the PlayStation board forarcade games sometime soon. We've 
pretty much pushed that hardware as far as we can. 

SSM Vou didn't port any of your PlayStation board games to the 
Saturn. Does Ihit mean that Naomi board games will all become 
OreamiatI eiiluiive games? 

NF It would be verydifficult to convert Naomi games to the 
PlayStation. However, we'll be able to port all our PlayStation board 
games to the Dreamcast, 

SSM Will you improve your PlayStation board gamei to make more 
use of the Dreamcast? 

MF No, we won't. We won't alter the game to make it look better on 
the Dreamcast hardware. However, if we have a PlayStation board 
game that we can't port to the PlayStation then it will only be 
ported to the Dreamcast. We won't letthe quality of games suffer. 

SSM Are there any plans to convert your CP-Syilem III tlllas lo the 
home mark el? 

NF As far as Dreamcast conversions go, we will make an announce- 
ment about that at the New Challenge Conference in October, but 
it's not possible to port them to the PlayStation. Even CP-System II 
titles have been very difficult to do. Even Street Fighter Zero was 
poshing the PlayStation to Its limits. 

SSM Apart from WarZard and Straet Fighter III, do you have plini to 
release any mora litlei for your CP-Syttem III board? 
NF Yes, there's a titlecalledJojo's Adventure. That's going to be a 
fighting game based on a Manga story which we plan to release in 
December. We'll show some video footage of it at the JAMMA Show. 



>ng (or a 



w CP-Syslen 



SSMWhyhasittakei 
appear <n arcades? 

NF It's similar to the problem that Sony has with the PlayStation 
and PlayStation 1. We have so many CP-System II boards out 
there, that it's difficult for us to introduce a new board into the 
market place. Many arcades don't have a CP-System III board at 
all, but they still have their CP-System II boards, so we can't give 
il just yet, 

SSM Would you prefer everyone to change over to CP-Syttem III? 

HF Not reatly We're thinking of giving up on the CP-Syslem III. To 
be honest, it wasn't very good. Many companies didn't like it 
because it had a lot of hardware faults. 

SSM Will you only use other manufacturers boards from now on or 
will you create a CP-System IV? 
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NF A CP-System IV board does exist, but we haven't decided 
whether or not to market it yet, 

SSM Can you (ly whin w* might tea (ha ftrtl r«>l )D lliaM 
FIghtii g«m« from Captom? 

NF The year 2000 (laugh?)!. We have an in-house joke 
where we iay that it'll be called Street Fighter 3000. 
From a creative point of view our designers are always 
asking why they have to create a 3D Street Fighter game. 
They originally wanted to create a new world of ciiarac- 
ters, like Star Gladiator. That's what they all strongly felt 
and they didn't want to think simply about the sales 
aspects. However, none of our new 3D characters have 
been very successful, so they Ve slowly coming round to 
theidea that it would actually be okay to create a 3D 
Street Fighter. 



SSM Will Arlka conlinu* to make all th« )D vwiloni of Ih* SIimI 
FIghtai (tri*t7 

HT No, they won't be. The last 3D game they developed for us was 
Street Fighter EXa. 

SSM Wh>t era your plant fo' the Street Fighter III lerlciF 
MF In spring of next year, we are planning to release Street Fighter 
HI: 3fd Impact. At the moment there are too many fighting games in 
the arcade, so we can't release a sequel any faster than one every six 
months. We've only just released Street Fighter Zero 3, so we don't 
really want to launch anything just yet. 




Iff betoma the offltlal lub-mme tor (he Street Ci|iCSM'i CP-Syrtem I 

«,l(i? Iiirdtran beard has 

We want to make Street Fighter III; 3rd Impact the very provided tll« conipany 

best version of this series and possibly the last. After wilti many groBl 

we wilt think about a new Street Fighter series. to-conmlo Bonvorsions, 

t Fighter Zero 3 will also probably be the last in 

leries as well, SF llh 3rd Impact will keep i 



op- 



Although it'll be a major change 01 
game system, it won't be a major dt 



S^M Hai the axade market become 
,it few yaan? If >o, why? 

KF It's reduced considerably. The m 






r« difficult over tha 
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arentany games that consumers really want to play any moie. This 
includes all genres and doesn't just affect Capcom. Also, cabinet prices 
are very expensive. In order to cover our costs, we have to take in a lot 
of money. 



lolnl, Capcom will bMomc a 

*s possible that we might, bu' 



SSM Do you think that at >an» 
icftware only company T 

NF That's a very sensitive area, 
say anything at the moment. 



SSM Do you think H bomi coniolcs betoma too powerful, lh> 
arcade butlneii may andT 

NF No, that's not the reason, The pioblem is that the 'Game Era' 
has gone. The days when people really loved playing compulei 
games has ended. Nowadays, there are many other forms of 
entertainment and computer games are just one of them. This is 
mainly because of Sony Because of the widespread PlayStation 
market, the way people think about games has changed. Sony has 
treated a new era of light users vuho consider games to be Just an 
everyday form of general entertainment - nothing special. This is 
both a good thing and a bad thing. Its games are based more 
around visuals than on actual gameplay The kind of games that 
we used to see from Nintendo have gone. These are the games 
that children used to play, but now they don't. 



tlBgaraan SSM The majority of Capcom't output ramalns »0 fn nature whila 

E the leap Iha big technical advancei teem loleljr r«<trlcted to }D titles - will 

frorr console -to- coin- op. this trend aHect the type of games that Capcom produces? 

so what of Capoont's other NF Yes, We will tend to make more jD games, but we'll still continue 

ctasoic characters? to produce zD games as well. 

SSM Capcom's hlttoiy it rich wHh diversity in all ganrai - platfotm, 
shooting and puiita tlttti partkulariy - and y«l in rannt ytan 
you've concentrated more en RghKng garnet. What wa* tba 
thinking behind this strategy? 

NF We don't think that we've really concentrated that much on 
fighting games. If you only look at arcade titles then there area lot 
of beat 'em ups, but Capcom as a whole, including consumer 
software as well, has produced a wide variety of games. 

SSM Capcom Canarationi it eagerly awaflad by your moit loyal 
Fani. How did you choota which titles to put in each pack? 

Ghouls i. Ghosts; An arcade NF We consider Capcom Generations a kind of special service to 
classic, bul you'll neirer see our fans. In other words, the games included in this collection 
a Ua-bit naraion, have been selected from oui major titles talien right across our 









titles. 



SSM If Canvrationt it a i 
new titles? 

NF It's possible that we [ 
add a lot of new titles. 



iccess, woutd you eiland Mm *«riM «dth 

light extend it a little more, but we won't 



SSM Choult Si Choitt remaini one of Capcom'i molt beloved 
ftanchiiei. Whit plant are afoot to return Sir Arthur to home o> 
arcade tcreeni? 

NF We'll never produce another Ghouls & Ghosts game. Although 
wereallydo want to another kind of one player game like this, we 
won't use the Ghouls & Ghosts characters. We have to protect the 
image of this game which we established, so we can't easily change 
and update. As it is. it's just a little too old fashioned, so we won't 
ever do another sequel, 

SSM Can you tell which genrw Capcom is coniidarlng developing 

NF We're considering all sorts of genres at the moment. For enample, 
puiile games, shooting games, a gun game and new types of 
fighting games are all in the pipeline. We're also looking Into 
networked games as well. We're going at a slow pace, but we'll 
probably be able to show some of these games next year. 

SSM Is there any charKS that more Capcom console titles will reach 
arcades? So f», we've teen RcKkman move from contole-to-coln-op. 
Are there any plans to convert, say, the Biohaiard franchise to the 

NF It's certainly possible that we'll make more consumer games 
into arcade games. As for Biohaiard, we'd love to do an arcade 
game, but no matter how you do it, that kind of shooting game is 
always going to end up as a gun game. If me do that then that 
unique Biohaiard atmosphere is going to be lost. I think that after 
we've progressed the consumer series a little more, it'll be okay to 
do this kind of game. At the moment it's still too early We want 
to protect the worldwide image of Biohaiard, it's a survival honor 
game, not a gun shooting game. We wouldn't want It to become 
another House of the Dead. 

SSM What other pottibflitiei are there for the IMiatard fiMchite? 

NF Wed like to do a network game, but it's going to be difficult 
having a large number of people all playing at the same time. 

SSM Is it possible to do a natwofhed arcade game In lapan at the 



NF If it's just inside one game centre then yes, it is possible. At 
the moment we're making a game similar to Sega's Splkeout, 
except we can have up to eight people playing at the same time, 
Ifthlsproject is successful, we could use this know-how to make 
a networked Biohaiard game as well. 
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,^U with the DnaiiKMl'i built-in modim, do you think that 
network gamoi In lapin will b«(»in« ■ faatlblc piopoMionl 

NF It's Still a IMe too expensive for consumers becajse the 
telephone costs are too high. If these come down then it could 
become possible. If that happens, we would certainly like to have a 
go at producing network game. 

SSM Whal'f th« datui of the Biohaiard ntwia? 

NF George A Romero has agreed to become the director of the 
Biohaiard movie and he'll be coming down to visit us next week in 
order to discuss the script. He may ever visit our Biohazard 
Nightmare attraction at the Expo Park. 

SSM Camidstinf the probtonu with tha ttraet Flghtar Wovl«, 

wliat ara your biggeil loncerm over i Biohaiard movie? ^Bh 

NFUptonowit'sjust been a game with polygon zombies, ^'"T 

but if you go to the Biohaiard Nightmare attraction at 
the Expo Pari(, you'll know that when you meet the real 
thing it's very scary. We have to be careful how we 
represent the zombies in the movie. 

SSIW WHI Mr Romero be given a lot of freeilofli » a 
directot or will Capcom tlriclly (onliol how llie movie 
looki? 

MF To a certain degree we'll have to supervise the 
movie, especially in relation to the scenario, tf 
check it then there'll be all softs of problems. The fip 
time we saw the script they had the zombies I 
Luckily. George said that zombies don't talk so they 
thankfully cut that out. 

SSM Dv you want M Is be a real kofTDT novia or )ust i 





(oned down «afy a«ion movie? With Dreamcast, Capcoi 

NF I expect that neiit week that concept will be discussed, I think Mmis to produce mr 

that it would be best for us to avoid pressing for a certain type of mora eiciting titles! 

movie. We wart it be recognised worldwide as a good movie in its 
own right, so I think it would be better to have a different kind of 
viewpoint for the Biohaiard movie. We would really like to see 
George A Romero's vision of BiohazardI 

SSM WhM aipiratlont doot a company that ha* Mhieved to much, 
have for (ttc future? 

MF Switching to Dreamcast development will be our biggest 
challenge. Up to now, we've never been able to do what we 
really wanted to do because there's always been some kind of 
hardware limitation whether it was the CPU or the graphics 
chips. Both for the 5FC and PlayStation we pushed the 
^ hardware to it's limit but the Dreamcast is too powerful we'll 
^ never we able to do that. Even if 5ony releases the PlayStation 

2 and it's more powerful than the Dreamcast it won't make any 
difference. The average player won't notice. The Sega Saturn was a 
failure outside Japan because the PlayStation was too good but 
that will now become a problem for Sony's PlayStation j. 

SSM Wkat an your hopes for Preamott and the future of CapccHn 

want European developers to take a strong interest in the 
Dreamcast and create some great games. Capcom will also do its 
part in supporting players In Europe as well with our fighting and 
zombie games. The English in particulaf have a strong sense of 
humour don't they? Capcom is thinking of doing a comedy game as 
well, it's our policy to appeal to a younger audience to build up the 
kids' view that playing games is fun! 




Gap com racently opentd 
up ill vary own SlahazBrd 

wandfr round, shooting 
lomliies. Goolt 




A Star Gladiator 1: Usad the PiayStatisn arcade hardware. 



k Capcom's daclslDu to use Saga's Haami hoard could have lasting raparcuilant fer the cain-op Industry, 
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One of the first Japanese 
imjianieato reyeai . 

least neveiopment 

,.Genei;ar 

inment ~ 



jBteam . 
outrageous of 



A ?m Pen Tiilulon: 
Dovetoped by Ge<i«ral 



wackj bunch y' know! 




lering. 



ible fot the GodiiDa VMS and curienliy 
working on the amazing Godzilla Genetatlons for 
Dteamcast, General Entertainment is set to become 
one of Sega's key third party developers in Japan. 
The company's previous titles, such as TIZ (Tokyo Insect Zoo) and 
its Game-Ware collections, never made it to Europe, but this is all 
set to change with its latest Dream cast offering. 
Pen Pen Trilcelon is being created by an elite development 
within General Entertainment known as, LAND HO^ Theii 
staff list reads like a mho's who of the Sega gaming world with 
every designer, programmer ot planner an expeilenced develop- 
er. Past titles they've produced include the unsurpassed Sega 
Rally, Panzer Dragoon and NiGHTS. Pen Pen Trilcelon is theii 

work-in-progress that utilises the Dreamcast's power to go 
beyond stereo -typical racing games. Beneath Pen Pen's comical 
characters and hilarious coiirses is a rock-solid tacer, packed 
with many original ideas and innovative gameplay that's sure to 
makeitahittitlel 

IT'S 'TOON TIMHI 

Far, far away beyond the millcy way, is small world called Iced 
Planet. It was here that the strange alien race of Pen Pen were 
first discovered. The Pen Pen pretty much inhabit most of the 
planet's surface and. just like the humble Penguin, they tend to 
do a lot of running, sliding and swimming. However, these » 



n OtNERAl ENTERTftlNMtNl CO.LTO & '■ SEGA ENIEHPHiaS, 00 
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A Pen Pen TrUcefcHi is General 
Enlertalnment' 
Drsamcasl tille. the first 
bdng tht city-stomping 
Codillb GemratiDRs. 




A Qh-nli. EKmenber tliat 
longu«-'liclilng Kcne in 
dumb and Domlwr? 



strange cieatuies appeal unable to fly. It's believed that they 
do in fact have their own language, but it so it's totally 
incomprehensible to humans. Since the closest animal on 
Earth that they resemble is the Penguin they were first given 
the name Pen Pen. !t was later discovered that they come in a 
variety of different shapes and sizes, which is vifhy they all 
have different names. Six types have been discovered so far, 
but it's expected that there are sfill many types yet to be found. 
From our studies of the Pen Pen. It's now obvious that these 
strange creatures hate to lose - no matter what they do. That 
ini^ludes racing as well! 



Is confident tlial Pen Pen's cltaracter: 



I e plenty or appeal. 



SIZE DOES MATTER! 

Just by looking at the game's characters, it's obvious that Back, 
law and Ballery are much bigger than Sparky, Tina. Sneah and 
Mr Bow. They are in fact 50% larger and the Pen Pens' abilities 
vary accordingly. Large Pen Pen aren't too good at cornering 
and trying to make small, tight turns is too difficult for them. 
However, being large means that they are strong as well and 
when they hit other Pen Pen, they can inflict a lot of damage. 
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Unfoitunately, theii lack of manoeuvrability 

tricky for them to get a direct hit, so they have i 

theii size to do a lot of sneaky blocking as well. 

Small Pen Pen, on the other hand, aie both nimble and agil< 

They can take come is well and do a lot of plecise 

This enables them to avoid being hit by the bigger Fen Pen 

which proves vital because they aie much weaker and suffer 

Injury easily. While they can't inflict much damage themselves, 

they are very accurate viith theii attacks and often make 

surprise, lightning-fast strikes. In other words, if you want to 

win races by smashing up ym' opponents and getting in 

everyone's way then pick a large Pen Pen. However, if you want 




A fen Pen Trilcelon ilioulij Iid a cracking Dreimcast launiih title. 



ICE TO SEE YOUl 

In a world of snow, ice and water it's not surprising to leam 
that the Pen Pen have mastered the arts of running, sliding and 
swimming. However, not all Pen Pen are experts at everything. 
Each Pen Pen specialises in a certain field and they'll almost 
always be the best when it comes to racing under certain 
conditions. However, that's not to say that they will always be 



A The game's 3D models 
are colourfully tetture- 
rrappsd and detailed. 



A Will Una's {Ip9 help her Hin races? Only If the Judges are blind! 



4\ 
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LET THE GAMES COMMENCEI 
Just like real life Tiiathlons, where competitors 
run, lycle and race, so the Pen Pen's Trilcelon 
Involves three separate sporting styles in one 
game: nuining. sliding and swimming. Of 
e, It goes without saying, that it's a very 
•, but the Pen Pen don't think about it 
to that depth. Each course stage in the game 
has a start and a goal and during its length i ^ ^ / 

there are three areas where the Pen Pen must ' 

either run, slide or swim. No matter how good a Pen Pen is at 



e of these styles, they'll never win consistently 
unless they can perform well in aU of them. 
Naturally, each Pen Pen has it's own specialist 
•I field which will enable them to gain the edge in 
one of these areas, but at the same time the other 
Pen Pen will ejccel in their own areas, adding a real 
impetitive edge to the game, 

P-P-P-PICK-UP A PEN PEN! 

This is only the tip of the iceberg (so to speak) as far as 
ir Pen Pen Trilcelon coverage goes. We'll be bringing you 



A With the flower of the 
Dreamcaat, charactsr 

s, such as Sparky 's 
back logo, at% possible. 
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A Lei's hope Pen Pen Is a fantaati 


multi-player oxpertence! 
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:e coverage of General Entertainment's sporting star 
rt issue, itfith more screenshots. tantalising game details an 
n exclusive interview vrith the team betiind this 
forthcoming Dteamcast delight. Next month, GE will also 
announce details tegarding Pen Fen's amazing courses, includ- 
ing the types of stages available and special features to be 
found in each one! 



MBIT YOUR PEN PIN PAIS! 



General Entertainment has revealed the first detaUs on Pen Pen's playable characters, each of which has their own unique 
racing characteristics. Selecting the right Pen Pen for the right course is an essential part of the game) 



A Jaw Is one tough (^n 
Pen and often takes his 
anger out on oppcnents. 




Spattcy is an active and happy-go-lucky 
Pen Fen, although he can also be a Uttle 
childish at times. Basically, he's a bit of 
speed long. However, he always likes to 
give his best performance when racing. 




Sparky's ideal rival Is a very rich and sexy 
Pen Pen indeed. She's also a bit of a snob 
and very proud of herself. It goes without 
saying that Tina likes to diess up and 
make herself look as good as possible. 



Ballery likes to pretend she's a cutie, 
sweet girl and is easily excited by the 
slightest thing. Hovuever, she's actual- 
ly a real jealous Fen Pen and likes to 
meddle In the affairs of others. 



Juit wiH unit! you lee tli< 
ginio runaingl 




A very laid back guy who likes to take 
things nice and easy. Not surprisingly, 
Back is extremely strong and when he 
gets angry (which isn't very often) he 
can be very frighteningi 



With no regard for his safety, this reckless 
Pen Pen tends to leap before he looks. 
Bordering on stupidity, the foolhardy Mr 
Bow will always dive straight into things 
with reckless abandon. 



law is a bit of a wild rascal and an all- 
round bad fellow. When this Pen Pen 
gets angry (and he get's angry real 
quickly), he tends to gel a Uttle 
rough... if you know what we meani 
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□urces within Sega have remained tlght-lippe<t with 
fEgatd to the Oreamcait, yet outspoken third party 
I developers are giving oui readers the inside line on this 
I wondrous llS-bit console. This month, SEGA SATURN 
MAGAZINE has managed to secure an endusive interview with one 
such developer. European- based NICMA Software, currently working 
on an incredible new arcade fighting game, with PC and Dreamcast 
versions to follow. Came Designer, Producer. Project Manager and 
all-round top bloke, Alex Lemedy, speaks candidly with S5M about 
the spectacular Dronesi 

SSM IWhat prajMtt hat NICMA bMn pravleuily Invohntf with? 

AL No game projects. However, we've been (separately) involved in 
many aspects of the videogame industry (development, press, design, 
marketing) Drones is actuaiiy our first full size videogame. 



SSM How many itiH art wofhing on Iho Dronot praJMt? 

AL At present we have Giovanni Caturanno, Carmine Dell= 
Sala. Lorenzo Canzanella and myseif. Alex Lemedy. 
have additional collaboration from Adriano Avecot 
Stefano Chiabrera. Eleven people will be working c 
during full time development. 






SSM Whan did work on the Otoim) profact bogln? 

ALI began the design of Drones imgSfl! But NIGMA developers 
started working on it in November 1997 All we have done at 
this time is the result of spare time work and is the equiva- 
lent of two months full time development. 

SSM li tha Ditnay computar pnaratod movla, Iron, tha 
in<p4ralhMi bahind tha Oronm gam*? 

Al Ves. Drones is based on the 198^ arcade classic game 





> ]rou> balk almi with DnmimT 

AlThe main aim is to bring people a new kind of gameplay, 
radically different from standard games. We hope to achieve 
this without having to sacrifice the technical and visual parts 
which will be unique too. Drones features technical stuff 
vhatever the platform, 
including, developing and enhancing the 
meplay seen in Discs of Iron, I wanted to be true 
^. to the Tron movie look -electric neon glows and light rails. 
For these effects, NICMA programmers created an incredible 
proprietary jD engine with never seen before features. Players will be 
treated to an impressive visual show, especially the lighting. Even in 
today's stage of development, our 3D engine is more powerful than 
that of the PC Unreal [all but confirmed for Dreamcast - LEE] and 
includes many features that the Unreal engine doesn't have. 

SSM So how doai Dronai compara wHh tay, Takkan or VFj? 

Allt'sjust not the same kind of game. Drones is a futuristic sport : 
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shurikent. The game will of course feature 
weapons, i hie Ids, tools, special r 
of chaiacters. When I say a lot of characters, I 
really m 

Drones' many unique and original features. To 
summarise it quickly, the coniputer Al will keep 
ay peopfe play and 
of them (including 
s, behaviours, 
special way of attack, pieferred weapons 
ind defence). Therefore players wiil hawe 
theoption to allow the computer to use this 
mage of themselvei' as an opponent. Thus offering, 
for the first time in videogames' history, the 
opportunity to play against 'yourself or against 
yourfriendsorany people's images. That's also why the 
ame itself is called Drones. Today games like Qua 
longevity extended by the abilitylosdd theit 

ith this feature. Drones will prove a new unlimited 
of characters as well, in addition to all new levels 
(maps/arenas). There's also a strategic aspect induced by thrown 
weapons. For Instance, players have the choice of either shooting 
directly at their opponents, Of using wall to hits an enemy with 
ricochets, just like in a pool game! It's also possible to use the 

defeat your enemy, by destroying the cf 
an opponent's head, burying tfiem under debris. 

StM How do«t oni of tfio* 'aranat' diffar from tha ntxtl 

At Levels differ by the following features - geometry (arena architec- 
ture and lighting), the objects that populate that er 

of platforms (the circular objects on which players stand) 
which defines the mobility of the players, booby traps, number and 
nature of weapons, shields and bonuses found in the ar 
of a 'bigboss', the number of human/CPU enemies and many other 
such features. 
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SSM Can you tcit our feadan a link ab«ut the artadi hardware uied 
for Dronai? 

AL Initially our goal was to manu^cture out own custom arcade 
hardware tabinets powered by DEC Alpha hardware (Alpha CPU, 
mother board and Open CLcard) running a light version of Windows 
NT, Tdis solution Is far more powerful than Model j, but at this time 
I'm not allowed to give you details on the enact performance and 
price. This all depends on many factors, prices of the DEC hardware 
for example, and Microsoft's conditions for using a light version of 
Windows MT. 

SSM So what promplad NICMA to ilart porting Dronat ovar from 
the arcada v«nlan to tha Draamcast? 

AL Hardware specifications, and because we believe that Dreamcast 
will be a huge commercial success too. We are convinced that 
Oreamcast will prove to be a fantastic gamirg machine: good 
hardware for a great gaming experience. However, only time will tell... 

SSM Faedbaclt from third party davaiopert hat l>een very positive 
with regard to tha Draamcatt hardware. What ii your faeiing about 
the maciiine? 

AL Well, the hardware features are quite impressive and with an 



incredibly low price... The only relevant thing lean say here is that 
NEC's Power VR second generation was a really good choice by Segal 
This technology works wonders! 

SSM How ea«y it it for you to port Dronet over to the Dreamtastf 

AL Extremely easy. In fact, the way I Kad Drones developed from the 
beginning is for adaptability. Adaptability to hardware and/or operat- 
ing system. My idea is not a new or brilliant one, I simply used the 
FormulaOnecarsprinciple:supply my programmers with a very high- 



Check out the quality of 
theie terse n shot*. 
Dreanicatt can do this! 



rtit Incredible SD engine 
allows the programmers to 
create some ailotilsliing 
special efTectE. 
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ThoMorjou wiihlnLernel 

access may want to check 

out WMW.nigma.ll/dronK for 

ragular DratMS updatas. 



end platfbim to develop the game on, thus allowing them to try and 
test new ideas and concepts. And once they have them working, they 
can analyse how what Ihey created works and find the way to port It 
to a different environment, hardware or software. Thanks to that, and 
most Importantly NICMA's programming talent, Drones will take 
advantage of all the platforms It will be ported to. 

SSiM So will th* OiBimuit vcrthra hmk « tftHaaitai « tha ariiii* 
iranlon «f OroiM*? 

Al The arcade version will be the most spectacular one (as it take; 
advantage of all and any hardware features). But the Oreamcast 
specs promise an astounding Drones cc 



>5M Alt you plinnlng to Iworpsnta titc VMS 6t9ttm Mmvhew? 

UVes, of course. Characters will progress in Drones, gaining 



strength, speed, weapons, shields, tools, special powers and moves. 
Saving a Drones character is a must for the gameplay. 

SSM Tlw (our buttonod (>t«ainM(t pad appean unsuitable (or b»t 
'em upt. npocialiy Capcom'*. What art your (telinp? 

AlWe'reworkingonthisand have already found many ways to 
adapt Drones' gameplay needs to Oreamcast controllers. I didn't 
Initially like the Oreamcast controllers, but you get used to them 
surprisingly quickly... in fact we're working on it now, and will decide 
exactly howOrones will take advantage of the Oreamcast controllers 
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"Digital Equipment Corporation, now 
COMPAQ, are our partners in the Drone? 
project and play a crucial role. It's the first 
time that DEC has supported a videogame 
project. What makes this outstanding is that 
their Alpha CPU is tlie most powerful in the 
world, and without that, Drones' special 
features could never have been davelopeti. 
The Alpha CPU is far more powerful than the 
Silicon Graphics MIPS series. This is especially 
interesting when you hnow that MIPS CPU 
(in a light custom version) equip the 
PlayStation and the N64, That means that 
Drones is far more than a simple new 



videogame project, but it may sound the 
entrance of the Alpha technology in future 
videogame platforms. Furthermore, when 
you know that Microsoft's Windows OS is 
about to play a major role in future gaming 
platforms (with Oreamcast being the first), 
and that the hardware on which Windows 
NT runs best is Alpha, and that the first true 
64 bit Windows NT will be presented and be 
functional on Alpha first, you can begin to 
guess what MAJOR role DEC/COMPAQ's 
Alpha technology could play in future 
videogaming platforms,.." 

AIM Lsmady 



in one ortwo months. It's not been set yet. 

SSM How far into dBV«lopm«nt »n Iht aroda, PC and Draamcait 
vanioM of DronM? 

AL Very advanced. From a pure technical point of view. Drones could 
be completed 100% on one platform by Christmas and Bo% on 
another whatever the platform [given the Windows operating 
system on both arcade. PC and Oreamcast - LEE] Mow the release of 
Drones will depend on marketing issues, 

SSM Sa ara wa likaly to mm a Draamtaft varsion in tim* f«i th* 
lapanata launch In Novambcr? 

ALNo. 

SSM But what about th* Eurap*aH taunch n«xl AiitumnF How 
faatlble Is that? 

AL From a pure technical point of view. Drones will be ready well 
before the European Dreamcast release. But a Drones release, whatev- 
er the platform, will depend on our publisher's marketing plans (we're 
still negotiating with several publishers). 

SSM Af* you planning to um Dtwamcait'i natworfcins capabHHlM 
fat miiM-playar famat ovai th« Intamat? 

AL Of course. In fact the multi-player game is a fundamental part of 
Drones. It wilt be multi-player via LAN/WAN and the Internet (TCP/tP 
modem-modem connection or through servers). But one of our aims 
is to allow people playing Drones at home on the Dreamcast to play 
against people in arcades and on their PC, via the Internet. And 
TCP/IP is the basic protocol for Drones multi-player mode. 

SSM Vou'v* hintad In various inlMviam on Iba Internal that you'ra 
irrtWMlad in predutlng a Oraamuft BPC. I1 thli Hi* ta»r 

Al Ves, we love HPGs. But it's too early to talk about that. 

SSMDoyoutiawaany olhaiDraamcait projacti in davalopmantthat 



wo (houid linow about? 

AL We have many other Dreamcast projects, but I can't tell you 
about them just yet. 

SSM Whan aray«u planning to ihow off the anada, Kandfmoit 
Importantly) the Dreamcait varslon of Drone*? 

AL In may happen at ECTS [at London's Olympia this September - 
LEE], but that will depend on our publisher's marlieting policy. On the 
other hand, I can tell you that Drones will be displayed running on 
the Alpha arcade hardware at EUREKA (the 25th annual DEC users 
forum) in Paris on the ijth of September this year, 

SSM flnatiy, how do you rate Sega't thsiKa* of global luctais wtth 
tlta DraaiTKatt? 

AL Very high. But as aiways, it i; the games that will determine 
success or failure. Quality AND quantity must be achieved at the 
launch of the console, then the games must l<eep on coming, many 
of them regularly and of a good standard. But knowing what I know, 
Sega's chances of failure with the Dreamcast are VERY small! 



SPECIAL THANKS TO... 




"I'd like to say a special thanks to the following people: Bertrand 
Herbiiiion, Francoise Meyer, Serge PIntou, Brigitte Ulman at 
DEC/COMPAQ France. Michel Ursch at Alpha Team. Debora 

Schampers, Gianni Grazianni, Luigi Marafante, Fabio Laiierini at Tetture mapping Is used on 

DEC/COMPAQ Italy, Alain Behai at Kinetix France and Louis Viau at the Drones to smooth over 

Cyber Media System, without whom Drones would not be possible," the rough polygon edges and 

give them a realistic look. 
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SHOWCASE 




Superstar? offers 
eight playable characters, ranging 
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i for beings 

.. ,.1-behaved individuals, their benefactor has created a 
ful gift in the shape of the 'lucky Star; E!|ht individuals 
the realm's most prominent countries have stepped fort] 

claim the Lucky Stat for themselves, 

struggle, with fighters 
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STAR POINT 2: HIDDEN CHARACTERS 
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g^l IMPORT REVIEW 




Waltasecond! It's ZD, it's a beat 'em up and it's not 
from Capcom or SIVK? Yep, Sunsott muscles its way 
onto Saturn with a 4MB-boosted flghter for which the 
over-the-top" could have been invented. 



Astra 
Superstars 



he last time we covered a Sunsoft trtle in 
the pages of SECA SATURN MAGAZINE 
was waaay back in issue 23 when the 
hilarious Waku Waku 7 arrived in the 
office. Since that time, all has been quiet, but we 
these talented developers were up to some- 
thing a little bit special. However, even we weren't 
quite prepated for the senses -shattering power of 
Astra Superstars! 

Unlike t'aditional 2D beat 'em ups, SunSoft's lat- 
est offering manages to give players a truly unique 

ice. Yes, traditional fighting game ele- 
ments are present, including the ability to block, 
chain combos and unleash devastating super moves, 
but everything's been given a new twist For instance, 
all the game's action takes place in the air, with com- 




batants floating 
flying above and 
this oper 
another 



'when combos and punches connect, 
I's almost as if the game is runnins TOO fast! 



] 



Not quile, but It's still cool. 



each level and being capable of 
iderneath opponents. Of course 
up the possibility for all sorts of combos, 
ea which Sunsoft has taken to the may. 
Special moves (or Star Specials) ore activated by hold- 
ing down just two buttons and the results are stag- 
gering. Players regularly rack up 50+ combos which 
result in on-screen pyrotechnics galore and phenome- 
nal damage. 

For many fighting fans, this style of gameplay 
may appear to be too easy and it's safe to say that 
Astra Superstars has clearly been designed with 
novice players in mind. But that's all part of the 
appeal, SunSoft's latest Saturn creation is intended to 




A Check out those supers. Only the 4IIB cart Is capable of producing these effects! 
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SUNSOFT'S SCORCHERS 




be 9 total graphical onslaught and.thanhs to 
Capcom's 4MB RAM cart. Its visuals are easily its 
major selling point. As players fly a 
hitting each other with incredible 

nstantly zooms in and out, mimicking many 
cIsssicNeo Geo fighters of yesteryear. When blows 
connect, it's almost as if the game is running TOO 
^St, with punches, kicks and multiple hits flashing 
away like some kind of insane strobe light. 

To bolster the solid gameplay, SunSoft has also 
included a number of features which are well worth 
tinkering with, (n addition to familiar Story and 
Versus modes, there are also Com vs Com and Watch 
Modes, ideal for discovering how computer oppo- 

, and character profile! 
and combos. However, completing the game opens 
up new modes such as a cool art gallery and a hand- 
ful of secret characters, some of whom make you 
realise Sunsoft surely took a tongue-in-cheek 
approach when designing these weirdoesi 

Overall, this is definitely a great package. Quality 
gameplayandsturrning visuals more than makeup 



foranyflawsinorrgi 


alitv 


r cfeatJvity and 


headdi- 


tion of the 4MB cart 




stra Superstars' 


anima- 


tion and action from suffer 


ng from appaling slow- 


down. Okay, so it's nc 


X-Me 


n vs Street Fight 


r, that's 


for sure, but SunSoft 


2Dti 


an is still a fears 


ome force 


to be reckoned with. 






lutnno 



(^GRAPHICS 


Not ai frime intanslvi at Gapconi's tltlu. bat lom* cir- 
tooiiy charaelert and stunning supars mora than satisfy. 


89% 




(sound 


CulBly tunei put even Pocket Flghlsr to shame. Comboi are 
backed with painful, bnna-crunching sound effeEls. 


82% 




(PLAYABILITY 


Iterlal combat lakes some getting used 1e, but training and 
ilmpla specials loan make Astra extremely accesiihie. 


88% 




M.ASTABILITY 


Tens of extra play modes bolster the game's one and two o* <K. 
player optloM. Secret modes and characters also available. ^^ ^^ 




OVERALL 

Hot In the ume league ai Cipcem's dailies, but Suniort'i 


■ 86%B 



▼ Complete Story Uede and yoii then face a host of secret 
characters... Including Devil and Angell 
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I SEPTEMBER ] HQM Hionth Ih Hib form of Deep Fear. Witt tliis underwater j 
l l t adventure tal(e the Saturn out with a liang or a ' 

whimper? tiere's where you find out! 




Sega is poised to wheel out the last of its big guns this 



Deep Fear 



t's a iad fact of videogaming 
life that the best titles to 
emerge on any console are 

i usually the tast. Only 

recently has the Saturn been blessed 
with arcade -perfect Capcom conver- 
role-playing games to rival the 
multi-million selling Final Fantasy VII, 
the best corridor shoot 'em ups on 
any home console and a fantastic 
Resident Evil clone in the form of Deep 
fear. If only such titles had been avail- 
>-three years ago, who knows. 
Sega could well have found itself in a 
much stronger position than it's in 
today. The phrase 'too liHIe too late' 
springs to mind. 

Climbing down from my 
makeshift soap box, the first point of 



Sick Of waiting for Resident Evil 2 
p, Deep Fear is a decent investment 





(left) The 8IG JIM suits are useil te walk m 
might come In handy lat«r in the game,,. 



nalysis of Deep Fear is the gameplay. It may come as 
surprise to learn that whilst the basic control sys- 
em and overall presentation are by and large the 
Evil, the gameplay structure is 
■kediy different. Capcom's title has been tunning- 
d in such a way that it encourages piayers to 
igs, by greatiy restricting the 



ofar 



Jitnget 



id giving players keys to 



s in different ai 
different room 

1 Deep Fear though, your route through the 
}nd events that occur thereafter are pretty 
■flapped out for you. Commander Ciancy, for 
lie, may ask you to go to the Control Deck and 
e the DN Key, then talte it to Dubois who'li 
ipply you with the next set of instructions. Most of 



LAST OFFICIAl RELEASE? 



Deep Fear is strongly rumoured to be the last official 
UK release for the Saturn, unless Sega has the good 
sense to snap up the second and third chapters of 
Shining Force III. So It really is time to start thinking 
about gettiT)g your Saturns switched, as it would 
give your console a whole new lease of life. Think 
about it - Radiant Silvergun, X-Men vs Street Fighter, 
Dead or Alive, Vampire Savior, Metal Slug, Crandia, 
Diacula X, Pocket Fighter.... and the list goes on. 
C'mon, we've all made harder decisions than this. 




1 i^HI 


pBI^^^^^^H^^^^H 


' J^^Bl^ 


IP^* ■ ^ 



A Thers's a sdacking amcitint of blood and gore In Osep feer, though m 



in in Capcom's Residsnl Evil. 
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a case of progressing 
from one FMV sequence to the next, killing the odd 
monster that pops up along the way. Whilst this 
helps to progress the story a great deai swifter than 
Resident Evil, the lack of incentives to explore the 

But aside from the linear structure of Deep Feai 
there remains very little to grumble about. There's a 
decent range of punles to get your head 
many of the typical 'pull lever to open door/drain the 
watei^ variety, but progress further into the game 



ind later tasks require a great deal more thought to 
;, Disarming nuclear submarines, negotiat- 
ing laser protected rooms and mixing hazardous 
chemical formulas are just a handful of the brain- 
teasers awaiting you. This is made slightly more 
complex by the limited oxygen supply which slowly 
depletes as the game pfogre 
face against the clock to locate the manual air supply 

■und the vast underwater base to replenish 
the oxygen supply This adds a very re 
urgency to Deep Fear, something sorely lacking 



ions pioneered by 
liifogrames' Itlone in the Dark series are in evidence, giving 
plajiDrs the best passible view of the action. 




A Erm... nat quite aurs whil's going on hare. 



This Tyrant -inspired crealura la a bugger to kill. 
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A kn oijgtn maik I) required before venturing 



In all honesty, there Isn't a great deal to choose 
between these two action/adventure title 
thrives on its tense atmospheres and over-the-top 
gore, tioth feature equalty appalling, yet uninten- 
tionally humotous voice-actors (check out Dubois, 
the homosexual egg-head) and both adopt the 
same style of visuals. But we'd have to say that 
Capcom's Resident Evil has the slight edge over 
Deep Fear. The non-linear structure of the gameplay, 
superb graphics and tanse atmosphere form an 
unbeatable gaming experience which Deep Fear 
comes close to, but doesn't quite manage to equal. 



A The pre-rendered backgrounds ere slaggerlnglj 

>from comparative titles such as Capcom's Resident 
Evil and Core's Tomb Baider. 

When it comes to the game's visuals. Saturn 
owners needn't have any worries. Though not quite 
in the same realm of escellence as those of Resident 
Evil, given the lower resolution and knobby character 
animation, we doubt that readers will have any seri- 
ous complaints. As you can see from these shots, the 
pre-rendered backgrounds are mightily impressive, 
from the eerie metallic submarine to the dark and 
dingy laboiatories, the level of depth and detail lav- 
ished upon each of the scenarios is incredible. 

The FMV sequences are also worthy of note, as 
they're of an astonishingly high quality - maybe not 
quite up there with Team 




A Deep Fear is actually a lot tougher than Residenl Evil, 

computer generated snippets, but incredibly 

One area we haven't particularly touched on Is 
the audio aspect of Deep Fear, which inevitably has 
its good and bad points. There's no in-game music to 
speak of, largely because eerie ambient sound effects 
are used to create the suspenseful atmosphere. From 





A The fantastic FMV sequences, coupled with dramatic camera angles, give Deep Fear a very 
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A (Lift) It wai only i malter qF lime hsriire Mi 
hItjBst deiSDrli. (Right) Gommander Clancy - friend or 
fDiP Ttial's Tor yoir to Tigure out! 

the clanking of tlie ventilation system to the "uur- 
rrrgghhh..." of the monsters in the adjoining rooms, 
it a<l serves la heighten the tension and feeling of 
terror. However, the voice acting Is clearly some of 
the worst we've ever come across in a videogame, 
I'm not entirely sure whether it's being played for 
laughs orjust appallingly bad, but even the uninten- 




A Unrartunately, It looks certain thai Daep Fear Is to be 
the last efTlclal UK Saturn release..,, ever I (snIfT) 



tionally hilarious Resident Evil voice-overs are an 
improvement on those of Deep Fear. 

But taking all things into consrderation, Deep 
Fear is truly a top effort from Sega. What you get for 
your money are two discs packed full of top-quality 
FMV, enormous pujzles to get your head around, 
hod-loadsofover-the-top violence and gore aplenty. 
It doesn't really address the problem of longevity, 
which affects similartitles in the action/adventure 
genre, meaning that once you've completed it, 
there's little if anything to entice you back. But if 
you're sick of waiting for Resident Evil ; to turn up on 
Sega's powerhouse console and have a bit of spare 
cash burning a hole in your pocket, Deep Fear is a 
decent investment, 

LB NUTTER 



One area of consternation we haven't addressed Is 
the longevity of Deep Fear. The good news is that 
this is quite a sizable game, with around i;-20 hours 
ol gameplay in there for reasonably accomplished 
players. On the down side, there's only one route 
through the game, unlike Resident Evil, which offers 
players two different sc 
have to say that there's a distinct lack of replay 
value with Deep Fear, but such is the case with vii 
ally every example of the genre. 




(^GRAPHICS 


Excellent pra-rendered backgrounds and the FMV Is top- 
notch. The charioler animation Is a bit knobby though. 


90% 




rSOUND 


The voice actors are appallingly bad. Worse than RE In fad, 
Bui the eerie ambient sound effects are top nolch. 


80% 




rpLAYABILITY 


The good ml( of action and puzzle -solving elements should 
keep adventure fans riveted to their seals. 


89% 




(^LASTABILITY 


Itpprotlmately twice the size of RE, but lbs linear nature of 7e<U. 
the gimeplay means that there's little to bring you back. ' *^« 




OVERALL 

1 top gfTort from the chaps at Sega. The only problem is 
that Daap Fear ii out-quaFTed by the superior Rsaldenl Evil. 


■86%a 



▼ Our coverage of Deep Fear continues apace next month, 
with a full-on guide to this super-tough adventure game. 
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Symphony of the Night 

— PLAYERS GUIDE: PART 2 

-. any time this montli as we continue our adventure straight after tlie events in tlie Outer Wall. Tills time, you'll get to 
^-^-itfll flying, familiars anil even tonglier bosses. MATT YEO is your Vampire Savior! 



FLVMYPRETTYI 

Gaining the Bat items opens up a whole 





^1 


i 








imt 







I I 




,Thotnweed! and Spell 
. to the right and collect ttie Book of Enemy 

Dropdownthe 
,tiK lower ledge (P13). Save your game, go back to ttie Locate the magical M 

'*- ■ snd head left to meet the LJbrafian{Pi4). He .-.---^ .^- - 

you buy a map and 




IHE GROUNDWATER VEIN 



. Head up and jump on the chest of drawers into 



tection. Drop all the way down Into a 

youfgamethendrap 
I of the cavern and go right {P16). 



»„, J: SCVUA (P15)- Headmgfcft,jump 

, Elefeating the Scylla ran be a pain if you're not tooled and frogs. At the waterfall (Pr7), drop di 

fi jjp, but there Is simple way to beat thii monstrosity. etn on the right (or Items inside. Co lefl 
' Ibke your time and destroy the heads then leap up to 





sMk^' 



Complete^-Zpart One 

Every tip we've ever printed - collected, sorted and presented here as the biggest and best Saturn tips guide in videogaming bistoryl 
It's a mammoth task, and one we hope new Saturn owners, new readers of SEGA SATURN MAGAZINE and any lunatics who missed the 
odd back issue, will appreciate. If a game isn't mentioned here, it probably doesn't HAVE any tips! 
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ATHLETE KINGS 



Control thi Blimp 

In the events where the blimp appears, the 
second player can control its circular motion 
with the Top Right button. 

Shotput Tip 

When doing the shotput. let ifliur player's power 
bar reach the far left, but don't press the action 
button. Instead, roll the D-Pad ai^und (as 
though you're doing the discus) and pu'll 
spin around before releasing thi shotput. 

AMOTHIK WAV TO HIGH JUMP 

After selecting your height, press left or 
right before you start running. 
The camera should change angles 





BLACK DAWN 



LEVEL 5f LEO 

Finding Electronic Arts' chopper challenge a little 
too tough then, eh? Well try this. At the "Press 
Start ' screen, press and hold C, press and hold B. 
press and hold A, press and hold Up, press and 
hold L Then release A, then C, then L, then Up. 
You'll hear the phrase "Blackhole engaged." Durinj 
the game, press and hold A, C, Up, I to skip to the 
next level of the game. 




BAKU BAKU ANIMAL 



Oneoftheoptionsnot usually available in the 
UK version of the game is the League Mode. To 
access it, go to the title screen and press B, A, 
C, Up, B, A, C. Up, then press Start, The new 
option will now appear. The only problern with 
It is that It hasn't been translated from 
Japanese and is very difficult to understand. 
Another added bonus for the UK version only is 
that there's a hidden dance remix of the Baku 
Baku Animal music on the game CD! To hear it, 
go to the Saturn's CD player and 
play track 24! 



shift the 

HOPICOTCH TH1 100 MITIRS 

At the start of the 100 metres race, as the announc- 
er's voice says the course numbers, roll the D-Pad 
around anti-dockwfie and press X. Vour character 

will now do 3 hopscotch all the way down the trackl 

Extra Plavir 

To get the hidden character, piay in Arcade Mode and 
get a score over Sooo. Go to the main menu and 
hold the X button while choosing your game mode, 
and you can select the new athlete. NOTE' This only 
appears to work on the Japanese import version, 
known as Oecathlete, 



BLACKFIBE 



Enter all of these cheats on the title screen: 

Full inirgv and fuil 

Press I, A, Z, Y, A, Down, Down. Then press Start 
dunng the game to refill 



LiviL Skip 

Press and hold these buttons in order- C, El, A, Up, L Then 
release them in this order A, C, L, Up. Now, when play- 
ing, hold A, B, C, and Up. then press Lto skip a stage. 

IMVINCIBILITV 

Press and hold A, B, and C, then release them in this 
order. C, B, A. Now press B, A. B, Y, then hold X. Now 
press Up, then hold Down and release X. 







Vliw FMV 

Another handy little cheat to play around with. Co to 
the title screen and press Start, then press Z, A, Z, A, B, 
A. B, Y, C, A, C, A. This will let you watch all of the FMV 
sections from the game 



BUBBLE BOBBLE + BAINBOW ISLANDS 




Here's a handy little level skip for these two great 
g.nmes Onthetitlescreenpress, Down, Up, Down, 
Up, Right, Down, Left, Down, Up, Down and Jump. 

This will activate a Level Skip mode 




A Bublilc Bobble and Rainbow Islands - two of the beat 
platfonnDrs in vldftogamoa history onjuit one diai:! 
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BUG TOO! 



CHEAT CODES 

LAZY WEASEl - Thi^ 15 the level select code 

LAWLESS ■ M^kes Bug fly around his insect v. 
REAL EASY - Mates Bug invulnerable 



BURNING RANGERS 



PLAY AS BIG 

To play Mission One as Big, 
enter the password JBIC2BPLCK 
at the mission selection screen 
To play Mission Two, enter the 
password VZsSICsPCW. You neei 
have completed the game first. 

PLAY AS CHRIS 

To play Mission One as Chri 
the password DHjCHRISsH at t 

mission selection screen Once 

again, this only works after j^^^- 




ipleted the game. 

PLAYASIRIA 

To play Mission Oneaslria. enter thi. 
password HTLilRIAsO at the missif 

selection screen Completion reqi. 
' ments are in place. 

PLAY AS LEAD PHOENIX 

To play Mission One as Lead Plioenii. 
enter the password CS4LEAO2ZU at the 
mission selection screen. To play Mission 
Three, enter the password iLEADBDHUY. 
But only [chorus] 'After you've complet- 
\t ed the game," 




,ong playing D\ 



HLLIS WITH MAIN THEME 

Enter the password NMjTllLISs' 
the ace Burning Rangers theme 
the station loudspeakers, 

SOUND TEST 

Complete the game, then enter the password NAV- 
IXXTEST in the mission select screen to open the 
ing ability to, quite literally, TEST the SOUNDi 
my favourite. 



ecMij 



EXTRAS 



RUST-A-MOVE 2 



RUST-AMOVE 3 




If you input the code X, Uft, Rigtrt, X 
you get to play on Bubble Bobble-esque backgrounds. 
A character appears in the bottom right-hand section 
of the screen indicating that the cheat works. 

Also, if you play the game during ^ 

December, the mtro seqi 

different 

Christmasy. If you' 

back into the festive 

spirit, just change the 

date inyour machine 

to December and 

start the game up. 
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CHRISTMAS NiGHTS . - ;^^- 



HOW TO OPEN THE LAST PRESENT 

If you're playing m the 'Christmaj' mode, the last 
present cannot be opened. Why not? Because thi 
the present that turns Winter' and 'Limited Editi 
NIGHTS into the Christmas version of the game, ■ 
it obviously has no use when you're in theChristi 
game. Com ptende' 
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If yout enemy 15 constantly sending units to attack 
your base, build a sand bag wall FULLV SURROUND- 
ING their base The enemy will not progress further 
than the wall, and therefore they can't 
attack you or get tlberiuml But don't 
put your units too close to the V 
otherwisethecomputei will 
attack. Build up your fori 
for one mass attack to 
destroy your enemy 

Enter these by pausing the 

NUCLEMBOiWB 

Oh yeah! Easy access to the Muke Is provided by 
presslngABCLDRULDRUA. 

rON CANNON 

Simply press ABCLDRULDRUB for some full-on 
Ionised destruction 

AIRSnUKE 

Nothing beats a good air strike Press ABCLDRUL- 
DRUC to witness the power 

OBCAUUER 

Vou'll need to have built an Orca first, then press 
XYZROLURDLUX. 



EASY MONEY 

No, not a description of my job, but a code to gain an 
entra Ssooo in the game. Press RLABCZVXRl for the 



sUDRLAUDHLA to show the full area ma| 

TOXIC LAS 

>ss CRAZVBUBBA. Now players can build a 
lab to create particularly nasty Visceroids, 



a barracks 

3W build you 



EXTRA UNITS 

After you've built a power plant ■ 
press VABBADABBADU. Vou ca 



MISSION CODES 

We've just received the mission codes for every level in 
this excellent game, io if you're having having hassles 
with some stages why not simjily skip over them? 




GDIiGlobi 

Mission i: 


1 IM«iK« InWathra 






Mission i: 


TGDDiAMfi? 










Mission t. 


8KVJ603CD 


Mission 8: 


0SKUUK6HX 


Mission 0: 


WWaAHWIAi 


Mission 10: 




Mission li: WWMWNVXP 


Mission,!: 
IUissloni4: 


4L1RI96IQ 


M'ision la: 


D0RUAZ<;8W 


Mission K: 


UyVoXP6lM 


Mission 17: 


XoFJIEZtF 








6M7C8JFJS 


Mission lo: 


WHoOiZiO! 



Mission 11: 
Mission »: 


ODGVNACT7 


Mission «: 


KSAPUCMdX 


Mission 2A: 


SCUZHSYT3 


Brotherhood Of Nod 

Mission 1: WWyiviYSFTR 


Mission l: 


ZlEqP^jfiD 






Mission q: 


BPHSRPlGF 


Mission 6: 




Mission 7: 
Mission B: 


8KGAJPCRK 

E^BoFWVER 






Mission 10: 


MBMD8JPR 

OGERBWS^T 






Mission 11: 


SCUHOlBTO 


Mission m: 




Mission n: 


RCCaYT<:WJ 


Mission 16: 














KBAPBKA8G 




CflOXXVMiM 


Mission 21: 


WFflSiXoZW 








ZKiKIOEeZ 


Mission 24: 


VHOO2VPZS 




1 COURIER CRISIS 1 


I 


n 


r 


1 


J 


S^ 


m 


■i.^ 


BCmUS LEVEL 

More Courier Crisis is a bonus? Surely some kind of 
cheat to remove levels would've made a better 
option. Oh. well. Press Right + Z at the neighbour- 
hood selection screen for more Courier action! 


?£ 
- -^.* 


i 


1 








•■ 




essTi* 


™ 


1 


i^ 




4 Gtei, you're re 


lly sera 


ng the barrel ifyou own this. 


RUDE GESrURESI 

Not ve7 sporting, but pressing Left + X makes the 
rider give the 'finger' to passing traffic! 

AUEN RIDER 

Damn those aliens They come over here, take our 
jobs, sleep with our women, mutilate our cattle, 
abduct our children, put devices in our brains and 
now they're taking over our games! Enter XFIFTV- 
ONEX as a password to access the alien rider. 

Damn those gorillas. They come over here, eat our \ 
bananas and..-er, never mind. EnterSAVACEAPES I 




Uikey PI- 


^xa 


^ 


LEVEL nVSSWO 

Hey you cra;y kid 
ven more enjoya 
hunks of the gan 
ass words to che 

EFLCIFCCKJ 
. IFLCIFCCKI 
. MFICIFCOKJ 
. AFLCIFCKKJ 
. FHCLFICCJL 
. FICLFICCIL 

FPCLFIOCJl 
. FDCIFIKCJL 


RDS 

1 Why not make Courier Crisis an 
ble experience by bypassing huge 
e altogetherl Enter these level 
k that later levels are just as poor 


i*= 


k Input til* limph cede la play » th> alien ri 

s a password to play in Lee Nutter mode 

REE MOVEMENT 

his takes away the time and movemerrt 
rig players to go wherever they like. A bit 
Vho, but with a bike Instead of a Tardis, E 
IKBJJ asa password. 


mits. allow- 
ke Doctor 
terCCOA- 




9. KFlCIFCCll 

10. OFLCIFCCI 

It. CFLCIFCOIJ 
M. CFICIFCKIJ 

13. FFCLFIGCJJ 

14. FJCLFICCIJ 

15. FNCLFIOCJJ 
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malies us smile when we see his happy face 
Especially Matt, who was the lucky fellow who 
put together the Croc play guide. Matt still gets a 
funny look in his eyes and starts shaking when 

-e mention Crot, that's how much he loves him! 
Here are the level passwords (hold down X+V+Z 
at the Press Start screen, and Input these codes 
with the D-pad). 



World 1 Boss 1 
World 1 Boss : 
World 2 Bosi ' 
World 2 Boss : 
World 3 Boss ■ 
World i Boss ; 
World 4 Boss 
World 4 Boss 
Complete 



UURRUDULRDRULDU 
UDRRULULLDLOLDU 
ItUURULULLDRDLDU 
UURRUOULUDLULDU 
UDURUDULUDRULDU 
UUURULULDDLDLDU 
UURRUDULLDUULDU 
UUURUDULRDDDLDU 
select -LLLLDRRLLDRDLUR 




CRUSADER - NO REMORSE | 


The level passwords for EAs futuristic Isometnc shoot- 


MAXIMUM WE WONS 


er were printed waaay back in issue 20, but some 


After inputtingthe above password.you'll also be 


extra little tips have now come out way. Just remem- 


able to preis X+Y+Z to be given a full selection of 


ber not to show any remorse, that's very important. 


ammo and equipment, which unless we're very 




much mistaken, will turn you into a fully tooled-up 


MAXIMUM HEALTH AND ENERGY 


psychopathic killing machine. 


Select 'Load Game' at the main menu, then pick 




Teleport to Mission.' At the password entry screen, 


PASSWORDS (EASY LEVEL) 


enter LOSR asyour password ■ you'll get an invalid pass- 


Level 2 - FWQP Level 9 - M4FX 


word message. Start a new game, and at anytime press 


Level 3 - PLRQ Level lO - X5CZ 


A+B+C to be boosted up to full health and energy. 


LeveU-SZNF Levehi-C6H0 




Level 5 - TD5S Level 12 - Dyii 


■ "f ■ •■ Iv^. 


Level6-JlBT Level 13 - F8K2 


■" i«lb 


Level 7 -Kiev Levels -FGL3 


': ~lg -. .S 


Level 8 - NjDW level is - JFM4 


J u* .» •S- 


To see a picture of the development team (fame at 


" 1 V-*. 


last, eh lads?) enter the password LRTN 



rjiM^^^^^^^^^I 


then hold L arid press X, C, Z, A, Right. Right Start the 




game and each player will have those nine credits. 


These cheats should be performed on the title 




screen with "Game Start" and "Option". 


Rapid Autofire 




Press these buttons to get rapid fire for your ship - 




Hold X and press Z, C, L, B, Left, R, L 


For a special "Abnormal" difficulty hold X and press 


^^^^__-___ ^mmminF^WM 


Z, C, L, B, left, R, L. Go to the option screen to find 


n^^^SDni ^DB^^fri'^V 


the new setting. 






^^HbbCSI^i pwy^ ''. '#' 


Nine Cridits 


^^^ r^^"-' Jl 


For lots of credits, nine actually press X, A, L, R, left, 



DARKSAUIOR 




^nrni 



DARKUGHT CONFLICT IdAYTONACCE 



This handy little cheat proi 
an invulnerability option and even a 5mart bomb. 
First, go into the Options saeen and press Down, 
Down, Up, X, Left, Left, Top right, 

should add an extra option to the 

iptively titled 'E-tra'. 




PLAV as the HORH 

In the options set the difficulty to ni 

mode select screen choose Saturn mode. 

in each of the three difficulties on each track, Aftei 

winning the third track, scroll until you see "horse. 

Karaoke modi 

uerof laps in opti 
options and choose arcade mode. Then selecting a 
course keep pressing up and choose a course with 

the C button 

Music selection 

In the option screen choose Key Assign, Choose type 

B for the controller setting. 

While choosing any track and 

car press and holdA.X, VorZ 

depending on which song you 

want to play Hold the button i 

the game starts and listen to the song 

you selected. 

Rocket start 

While atthe starting grid of the Advanced or Expert 
courses, hold B (brake). Now press and hold C (accel- 
erate). While accelerating, keeping your SPM 



Hear old soundtracks 

Finish any race on any track. As you put in your high 
s, try one of these for some old Sega musici 



SEX A.B BNB DST E.H EXN GDA G,F CLC CPR 
DYN H.0 KOS ICA O.fi ORS P,D P.P On R.M 
S.C SDI S.F S.H SHO SKH SMC T,B TET TOR 
V.F VFT VMD V,R ,KK DEK VAN M.M KOU 
HSB TAX KA2 ASA VOJ YUl NAK MIT OKA 

S OSI JIM ICA ANI V,C K,J MAS KEN 
ISO AO. KAC YAM KAO SAO NAG 
VME A,Y i,B S,B PAI K.M W.H J,M 
lU V,R V.F 

A^KE THE TYRES DISAP- 
PEAR IN THE Demo 

traight away, enter the pit Before 
the new tyres are put on, and while the 
tyre; are off, press A, B, C, and Start to reset the 





Car Select 

At the title screen hold down/right with L, R, C, Y. 
Once you have all of those buttons pressed down, hit 
the Start button 

Horse Button Cheat 

At the title screen, hold up-left, A, B, X, Z, ar>d press 

Start. You can now choose the horse 

Helicopter View 

Choose Saturn Mode, next choose a track. Hold down 
Start as you choose a car to race In Time/Lap mode. 
Alter finishing the race, choose 'yes' to watch the 
replay Press R at anytime to see the race from a heli- 

Speidombter Chance 

At the title screen, hold down x-fy-n on controller z 
and hit Start on controller one to change your 

speedometer to kilometers. 

Maniac Mode 

To access this, wait until the opening demo Is com- 
plete then, when the Sega Logo appears, enter the 
following^ Up, Up, Down, Down, Left, Right, Left, 
Right, A, B, C. If it is done correctly, you will hear a 
sound and this mode will allow you to play an 
extremely hard version of Daytona. 
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DEAD DR AllVE 


1 ^ 


Cr EXTRA COSTUMES ^^ 

Complele the game with a character to VIH 
gain their first extra costume. ^Hfil 
Then complete the game again wear- t^^^M 
ing that cossie to get the next one. ^B^fl 
Repeat until bored. Do this with ^^HB 
Kasumi first - she's the one with the ^Kft 
sl(impybikinM ^^L^M 

FULL DANGER ZONE ^^^H 

Hold Top Left and Top Right whiie ^^^M 
selecting your fighter. This wili turn V^^^V 
the entire ring into 3n energy-sap- ^^^^^ 
ping Danger Zone. ^^^Hj 

PLAY AS RAIDOU ^^| 

Tough. Set the options to their defauit ^^H 
settings and complete the game with every ^H 
singie character. ^H 

ACTION REPUV ACTION V 

After winning a round, quickiy hold down M^ 
the A+C buttons. A replay option will ^MH 




1 ▲ D«lli;lou> gnvlty-driylng globu of flaUi, Mmmm 

I now appear - hold the B button to rewind, and 
} release it to resume play. 

BONUS IMAGES 

Fancy rippmg-off some of our showcases? 
Perhaps you run a crappyfanzineand want to use 
some of our cool artwork for nothing? Whatever 
your motives, there's a folder called 'Omake' on 
the CD which houses some great examples of 
Tecmo's art skills. 



DESTRDCTIDN DERDY 



Hey kids. Destruction Derby too tough for you' 
Does your carfali to pieces before the end of the 
race? Then try inputting IDAMACEI asyour name 
in the Championship Mode to get an indestruc- 
tible car. Vour name becomes CHEAT which indi- 
cates that a] you're a cheat, and b) thatthe code 




DIE HARD ARCADE 



Extra Sub* ih Deep Scan 

At the mam menu, hold X+V+Z and select Deep 
Scan. Keep these buttons heid down, then Viihen the 
game starts youil havee«en more subs, which 

FAflTiR Subs in Diip Scan 

At the mam menu hold X+V+Z+A+B+C and select 
Deep Scan. 



-player mode yet? if not. 




rope in one of your mates (or your mum] and complete it 
with both players. Now when the game ends there's an 
eirtra one-on-one battle where the two of you fight over 
who's going to be the girl's new bodyguard. 

Hardcobb Modi 

At the mam menu, highlight Die Hard Arcade, then 
press and holdX-t-Y+Z-fB. You should find that when 
you start you'll have four credits, plus the game will [■■■ 
a iittlebit harder. 

HiucoPTiR Kick 

Todo the special helicopterltick, press A+B*C at the 



REMixiD Soundtrack 

While playing, presi X-fV-KZ-fStart simultaneously A n.-i.' 
version of the soundtracli should now start playing. 







'ShBOMlfUMIi 


J,Oown*P 


InHUtm: 


J.Oown-'K 


Dm*I« Jump Bum Kloh; 


HaldLanarlHiilrt,K^J i 




J»P.K 


OdublgHBimnerfist: 


J. hold P 


Jump Kick; 


J+R 


Drill KIck/fKo Kick: 


J, Hold K i 










Pumh: 


P 


Ni«k: 


K 


Jump: 


J 


LowPunoh; 


Down*P 


lowKIek: 


Down-^P 


Hun; 


^ and HoM (Right or Loni 


Grab; 


TouehanyMwny 


Uppercut: 


lloldLBrtorRif|ht,P,P,P 


FoDtSwHp; 


Hold Lett or FHglit,P,P,K 


Turning Baok-tist: 


pHoldLortorlHitlit 







PiieDHviP! 


K,K.P,P,« 


Armlhrm: 


K.K.P.P.P 


ItoakvTIlPIMF; 


J,ll 


FFMkHStattier: 


J,P 






Doi*laTapUftopmelit,l{ 



jM^BmlilUBlkfc 



K, Hold Left or Right 



JTriplePrtie; 



Face opposite direclion, 



POownwardSwIngill 



Face oppoiltg direDtlon, 
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On the second wave of Die Harder, threw a grenade 
JiistasyoLtstart to see people firing at you. If done I 
redly "Mi5" should flash across the screen. Now you 
have the Mi6 as a default weapon! Also try: 

Friendly Fira 

When starting a newgame, shoot the first two moii 
Ing police tars, "Major Disaster" should flash across 

the screen. Mow the Policemen should be firing at 
you for a short time, 

Tha BIG Code 

White loadrng, enter C, A, B, B, V, C, A, B, B, Y (CAB- 
BYCABBY] on the Die Hard legal rights screen. You 
should see a white flash indicating that the cheat 
has worked. Now start any game and press pause. 



cible. 



I'll now see that a cheat menu has appeared. 
iblingyou to skip to any level and to become in 
that's better than a hand shandy. 



DRIVE THE BABY PRAM 

It may sound wacky but you can actually drive a Baby 
Pram in Die Hard Trilogyl To do so, make It 68% of the 
waythrough the "Die Hard With A Vengeance" level 
thatfeaturesthe "Rain" effects. As soon asyouVeable 
tod(ive,turn around [do a 360) and a cop car should 
go speeding by. Follow it. You will lose sight of hini 
after he makes a left turn, but your indicator will show 




uearr 


win 


the direction th 


ecopw 


nt 


tinda 


park 


ng lot with an e 


xtra lite 


and 


us(vo 


Wl 


need it by the t 


me you 


get 


Baby 


ram 


s located in the 







DIGITAL PINBALL 



These cheats should be entered on the title screen 
with "Press Start Button" on it. They give you a vari- 
ety of messages, like the programmer credits, the 
version dates and other exciting features. 



Give these cheats a go. 

Credits - C, B, A, A, 6, C, Y, Z, X, Down, Down 

Weird Numbers - X, Y, Z, X, V, Z, C, B, A, Up, Up 

Sound Pro Version - X, X, Y, Y, Z, Z, A, A, B. B, C, C 

Plasma Pro Version - Up, Up, Down, Down, Left, Right, 

Left, Right, B, A, X A 




DOOM 


r"^ 


m 


2j. Tower of Babel 


HWWilONJQS 




' t^ ^x. 


■; 


14. Hell Beneath 


O1JCL68W64 


All Weapon* 


■ s ^^ 


^ i 


25. Perfect Hatred 


VB6KS88K8I 


While playing, pause the game and press B, Y, X, Left, 


1 B ■ f-t 


«^! 


IE. Sever the Wicked 


OIKBMS7V53 


Right, C, X, Z to give your man a full range of weapon 


1 1. ^^ 




17, Unruly Evil 
28. Unto the Cruel 


H12V4NQ8NL 
0ZGFN4!y46 


Baron enemies 




'fj 


19. Twilight Descends 


HZZY5MTFMP 


Pause the game and press Up, Down, Left, Right, X, 


Bt y 


m 


30. Threshold of Pain 


OOHDP39X3S 


Z, Y, A, C, B, All the enemies should now be Barons, 


t ^fl 


im 


31. Entry Way 


H00X6LSDLN 






% "mm^^ 


32- Underhalls 


YQ76XCCPCF 


Full map 


LJSl!^*^^E 


Sma^^^^ 


33. The Gantlet 


Y776XCC6CF 


While playing, pause the game and press B, B, C, Top 




^---^j^^-~ 


34. The Focus 


F8RNFWNVX 


Left, B, B, C, Top Right to display the entire game area 






3;. The Waste Tunnels 


VS85VBBSBD 




Level Select 




36. The Crusher 


0L3lrHFTHK 


Show all Item* and enemies 


While playmg, pause the gam 


and press Top Right, 


37, Dead Simple 


HLLTJ0YI02 


While playing, pause the game and press B,B,C, Top 


Top Left, Z, H, Z, L, Z, C. 




38, Tricks and Traps 


YTI3WDDLDB 


Right. B, B, C, Top Left to display all ofthe items on 






39. The Pit 


HMMSKZX9Z< 


the game map. 


Level Passwords 




40. Refueling Base 


0S94VFHMFC 




2. Nuclear Plant 


CRIjWDDjDB 


41, of Destruction 


HSSM8y04YW 


Cod Mode 


3. Toxin Refinery 


H6670JBQJC 


42. The Factory 


F4M5KZZSZ1 


They started something with this God Mode idea. 


4. Command Control 


OJLTJOYI02 


43. The Inmost Dens 


HTTLCXZ3XV 


While playing, pause the game and press Down, Y, X 


;. Phobos Lab 


HjjhHFTHK 


44. Suburbs 


0Q76XCKPCF 


R, Top Right, U Top Left, B. 


6. Central Processing 


04MSKZX9Z1 




YSS8ZKK8KH 




7. Computer Station 


H4492CDSGJ 


46, The Courtyard 


0R6;YBJNBD 


^2 


8, Phobos Anomaly 


09SMByo4YW 


47, The Citadel 


HRRNFVisVX 


25 


g, Deimos Anomaly 


H994VFHMFC 


48, Nirvana 


0DX07TMHTR 


2J- 


no. Containment Area 


olTLCXZiXV 


49. The Catacombs 


HDDHQI40I8 


H S 


11. Refinery 


HlljWDCLOB 


50. Barrels of Fun 


0FYZ8SLCSQ 




12, Deimos Lab 


07OPDW26WV 


5i,Bloodfalls 


HFFGRg3Z97 


« ^^ s 


1}. Command Centre 


CjjVMWFTHK 




0BV29RPKBT 




14. Halls of the Damned 


08RNFV15VX 


53, Monster Condo 


HBBKSS628 


g^ 


15. Spawning Vats 

16, Hell Gate 


H88;YBJNBO 
FGZV5MMVMP 


54- Redemption Denied 


oCWilQNJQS 


mi 


^v 


17. Hell Keep 


HXX07TMHTA 


SECRET LEVELS 






18. Pandemonium 


0YFGR9JZ97 


BS, The Military Base 


P7WTK!Gfiz 


«pc:i5»£:: ::v 


19. House of Pain 

20, Unholy Cathedral 


HYYZ8SLGS0 
0VBKS862BI 


je. Fortress of Mystery 
57, The Marshes 


iXYIPCKNTR 
NMLUSCXZi 




▲ Ragi SdRware has vastly Improved wldi tti neBHl PC 


ai, Mt. Erebus 


HW19RPKFT 


;8. The Mansion 


YCWilQQJQS 


gani« fncoming, but m'll never for^ve ill DoDm oonveraiDn. 


22, Umbo 


0WaT75i79 


Sg. Club Doom 


CKFCR93Z97 
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zing5etoftips.ju5tn- 

■e printed in isiue 25, and a slightly' 
er way of doing it for those who 'phoned 
advanced state of confusion. 



Wait until the game has ioaded. and on the 'Press 
Start' screen hold down Top Left, Top Right, X and Z. 
Keep them held down and press Down, Down. Up, 
Down, Down, Left, Left, left. Up, Down, Right, 
Right, Right, and then press Start. The phrase 
"Debug Mode" now appears on the screen. Start a 
game Hold down the Top Right button to see some 
technical information, and when the map screen 
appears, you'il be able to select a separate Debug 

on which leads to all sorts of Dragon Force fun, 
like starting battles whene^'er you fancy Here are 

le pictures providing documentary evidence of 
the existence of the Dragon Force Debug mode: 



NEW CHARACTER 

Here's a useful hint which may influence the 
outcome of battles. There is a new character 
named Vangal to be found when playing 
Gongos. This dragon man hides in differ- 
ent locations in Legendra depending 
on the main character you have chosen 
Here are the locations to find Vangal when 
selecting a certain leader: 



Wein: Two «illages west of Calfiel 
TeirisiTwo villages west of Calfiel 
Leon; Village east to Fiend Tower 
Congos: Village east to Fiend Tower (; 
detected by Jean-IV\ichel) 
Reinhard: Village north to Estonia 
Mikhal: First town south of the 
Castle Danyan 




^ 




owns of Magicka or Stalwart Hereyou will find 
more than enough Spirit Crests, 

EASY WAY TO CONQUER CASTIES 

Deploy some of your armies to villages which 
are located near an enemy castle. If two 
enemy troops battle to conquer/defend this 
castle, just wait until the struggle has ended. 
Now deploy your army to the castle immediately 
Normally the armies inside the castle have ni 
left to reinforce their men which makes it easy for 
you to conquer the fortress. 




NO MONSTERS 

nake the game dead easy and 
aliens, start a new game and input Z Z 

he skill level select screen. An extra 
Monsters' difficulty option will appear 

GOD MODE 

Pause the game and press X Z Z X V X 1 

the all-powerful 'God mode'. 

AU WEAPONS 

If you're the Terminator 




cheat Will come in dead useful. Pai 
game and press ZXXZYZVXYto 
all of the weapons and items. 

JEVONS COKTROl METHOD 

Yeah, he sounds like a plummy- 
voiced rich kid, and I gather he's a 
bit er... chubby now. But he came up 
with this cool control method, so he's a 
in our book. Pause the game and press 
X X Y X Z- You'll need an analogue pad to w. 



though, so be warned. And our own 
"Manual" put a lot of effort into it, so 
whifll 

DEATHTANK THE HARD WAY 

Start a new game and make sure you 
destroy every single toilet and urinal in 
the entire game. An epic task, but one 
veil-worth completing, as you 
should already know how highly w 
regard DeathTank 



EARTHWORM JIM 2 



LiVIL Passcodh 

Level I: (normal] gun - energy - blue gi 



sandwich - sandwich - bubble ] 



Level ji bubblegui 

- energy 

Level 4- 3 gun - gun - missile gun - 5 

-blue gun 

level s: energy - bubble gun - bullet 



Ifvel 6: bullet-sandwich -gun -Jim -gun 
Level 7: missile gun - blue gun - bubble gun - bullet 
- sandwich 

Level 8: blue gun - can worms - bullet - missile gun -Jin- 
el 9: bullet - gun - missile gun - bullet - Jim 
Level 10: sandwich - gun - Jim - blue gun 

Levein: J gun -bullet- bubble gun 
energy -bubble gun 
level iz: missile gun - energy - bul 
■energy -energy 



^ ^ 
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ENEMY ZERO 



Sorry, there aren't any easy ways to complete 
EnemyZero.soyou'lljust have to grin and bear it, 

jt to make it a bit more fun along the way. check 
Jt ttiese two 'zany' additions: 

HIDDEN MESSAGE 

Playthegameon December 25th and January 
For an 'interesting' little surprise left on the 
e recorder... 

EXTRA IMAGES 

Sticking a few extra images on the CD is definitely 
in' thing for game coders to do these days, and 

Enemy Zero out-does the competition with an 

Incredible 83 extra still pictures hidden away on the 
You'll need access to a PC or Mac though ■ the 

top-qualrty pics are in a folder called 'bmp' on the 




FIGHTERS MEGAMIX 



HiDDiN Courses 

After finishing courses A through D. courses £, F, G 
appear.flnish these courses and course H appears. 
Complete this course and course I appears. 

Hidden Character Appearance 
Conditions 

Finish A course: Candy in new costumes 

(as 3P, 4P colour) 

Hnlsh B course: Akira/Sarah from VF Kids) 

Hnlsh Ccourse Ura Bahn (Dark Bahn) 

FinldiDeourse:Janet (from VIrtuaCops) 

Finish e course: Baek/Bean (from Sonic the Fighters) 

Rnijh Fcourse: RentaHero (from "Rent a Hero", an old 

Mega Drive RPC) 

Finish G course: Deku (Training mode opponent] 

Finish H course: Shiba (VFi prototype character] 



HFA -96 




L Make no mfatahe - Saturn FIFA games are tarrlble! 

layeri. Hold the R button and press Up of Down 

change the length of the shadows. Vou can 
ISO use teft and Right while holding H to rotate 
he shadows around the players, changing the 
osttionofthesun. 


When playing FiFA, there are some secret modes which 
can be accessed. Pause the game to bring up the 
options menu and then type in any of the following 
codes on the joypad: 




Super Defence Z, Z, Z, Z, Z, B. Z 
Super Attack A, A, A, A, A. Z, B 


CufveBallZ, fl, B, Z, B. B 
Craiy BallB, A, Z, B, B, Z, A, B 
Stupid Team A, Z, 8, A, Z, B 
Penalty Shoot-Out A, Z, A, B, A, Z 
Invisible Walls B, B, B, Z, A, A. A, Z 

Also, when the game is paused, it is possible to 
alterthetimeofday at which the match is 



Fl CHALLENGE 



Starting Position Codes 



1st Place - 


leftSliift,X,V.Z 


4th Place - 


left Shift, X, Y 


7th Place - 


Left Shift, X,Z 


10th Place - 


Left Shift, X 


T3th Place - 


Left Shift, Y, Z, 


16th Place - 


Left Shift, Y 


igth Place - 


Left Shift, Z 


12nd Place - 


Left Shift 





Finish I course: Hornet (from Daytona) 
Start the game 29 times: Meat (Kumachan's 3P colour) 
Play the game for 84 hours: Palm Tree (Kumachan's 
4P colour) 

Make Training Mode Opponent "Deku" 

Finish A through □ courses and put more than 50 "OK" 
marks in the training mode. 

Additional Optiohi 

By completing any course, the following options 

BCM On/Off: Turn 
Ending BCM:Liste 

iP No Damage On/Off: Player 
becomes invincible. Finish all 
courses and play more than 
500 rounds. 
zP No Damage On/Off: 
Player 2 becomes invincible. 

more than 500 rounds. 
Hyper Mode On/Off: All 

are be per- 
led without "stiffening" 



Playm 






Junds. 



n/off CD-DA BCM's 
to Ending BGM of. 
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Training Enemy: Players may now choose the training 

mode opponent. Finish all courses and put more than 

600 "OK" marks in the Training mode. 

Survival Stage: Finish all courses, and play through 

survival mode more than !o times. 

Portrait: Review cool ending sequence graphics of 

completed courses. 

Book Keep: Came statistics. 

Secret Characters 

Ten secret characters are accessed by completing all 
the one-player courses. For the schoolgirl version of 
Candy, press X when selecting her once you've com- 
pleted the Novice route 

Ratiemce Card Game 

Complete all of the one-player courses - EXCEPT the 
)st one. Now gain over looo "OK5" on the 
Training Mode, go back to the one-player game 
ind select the final course using the Top Left but- 
ton - the new mini-game is now playable! 

Afterrurnir Plane 

Play a two-player game on BM's stage - if 
both players hold the !< button before start- 
ing the match the Afterburner plane flies overhead, 

Muiic ON Training Mode 

Press Start while in the Training Mode - now 

press Top Left and Top Right to cycle 
1^ through all the tunes in the game. 



inna^ 



FIGHTING VIPERS 



OPTieH+ 

To get to the Option+ menu, simply complel 
game once 

Puv A> Mahlir 

This extra character also becomes available 
you've completed the g 

Plav AC BM 

It's tougher to earn BM - 
players need to complete the 
game on Very Hard Mode, 
beatlngBMattheend 
of the game. He's not 
available in one-player 
mode, though. 

Plav as Kumachan 

First you need to be playing o:. 
the Armstone City stage, then you 
mustwinwrth a nice finish which 
smashes the opponent out of the iing 
towards Kumachan - do this right and 
selectable In any model 

Bra HiAD NkHii 

Sega's great comedy standard of old, Bi 
Head Mode is activated by completing 
the game with every character - includ- 
ing Mahler arid Kumachan. 





Turn Off Walli 

Play the Training 
you have performed every 
with at 
the standard cha 
appears next to thel 
the 'Wall Display' feature appears 
Option-i- menu. 

UH Clothk CahdvI 

Play through the game on Hyper Mode with 
the difficulty set to Ve^ Hard (a really 
tough challenge) - the next game you 
play should see Candy losing rather 

clothingthan usual! Onceyou've 
activated this cheat, the skimpy-clad 
Candy may be selected each game 
by holding X and selecting her 
With A or C. 



Ukilele Candy 

Completing the game on Notmal Mode with Candy 
opens an extra version of Candy where she has a 
ukelele on her back. Toward, Toward + Punch gives 
her an extra Raxel-style weapon move with this new 

Schoolgirl Camdv 

Finish the game on Very Hard setting with normal 
Candy. These extra versions of Candy are only 
playable on Training and Versus modes. 



GALACTIC AnACK 




^1 




V^3 


n 


Clueless- 

PresentAII ■ 
Undead - 
CurryBurn ■ 
EyeSeeBlue - 
SuperZapper 


"lovely codes. 

Shows Credits '^ 
Level skips M 
Unlimited Lives m 
Fire Shots K 
Ice Shots ^^. 
Electrk Shots ^J 


^■1 


i^M Extra Speed ■ 
l|^^ SuperStep- 
f^^^ BAdAssDude - 


Super Fait 
High Jump 
Invinrible 




In vs mode, when you win and the words "xxx 
wins" appear, press pause then the Left Shift 
Button, A short Cut select mode should appear. Vou 
can now select fighters without loading. 



A MrU or the Irritallng loading lir 
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GUARDIAN HEROES 



First, go into Options mode Highlight the EXIT 
option and hold down X + B + Z. Wiiiiestiii inoiding 
these down pfe5S down on the D-pad When the 
cursor is highlighting DIP Switch, hrt button A 
(Note tapping A over and over helps malie it work, 
but it IS difficult) Now, when you go into DIP 
Switch, there should be an option to turn on debug 
mode! When you start story mode, you can pick 
what level to start on. /ou can even level up your 
character to level JOOl Also, during the game, try 
these out: 

Right Shift + Start = Skip I level 

Right Shift + A + Start = Skip 2 levels 



Right Shift *B* Start = Skip 3 levels 
Right Shift + C + Start = Skip 4 levels 
Left Shift + Right Shift + Start = Go back ! level 
left Shift * Right Shift + A + Start = Co back 1 levels 
left Shift + Right Shift + B + start = Co back 3 levels 
Left Shift * Right Shift + C + start = Co back 4 levels 
X + Y + Z + Up» Recover all life points 
X + Y t Z + Down = Kill yourself 



With debug mode, you also get all 45 characters ir 
Versus mode, andyou can watch all , 

the endings by going to Options 
mode, then going into Test mode. 




ACCIIS EXTEHDtD COUMH 

Go to the option screen, highlight "Came Level" and 
press B Now press the shoulder buttons in this 
ordenR.R, I, R,R. A beep noise will let you know 
that the courses are available. 

Frie Time Trials 

Higtilight "Timetnal" on the main menu and press 
R!ght,left, Up, Down, Z, A beep noise will let you 
iw that you can now have 'Free" time when in 




A The original Hang On caln-op is one oi our aii-iiine 
tivDurlt« gamM. The iUan ujMlate however. Is pretty dire. 

Access Hidden Bike 

Once you have collected the five e!<tra bikes by win- 
ning the three extended courses, get a lap time of 
under ig seconds on the long Albatross Cliff Reef 
track. The silver bonus bike should be added to your 
racing machine collection. 

Mirror Tracks 

If you come in first place In all the tracks in the 
endurance mode you will then be able to play the 




and keep running until the end of the stage. 
Vou'll notice a small wooden sign, and when 
you reach it, you'll skip to the coliseum. If you 
accept the challenge, you'll fight against 

that you can build your experience 
levels up early on inthegamei 

To transform Han into Super Han, you'll need 

o collect the second magical sword from the 

idead wariior on level 8 From the 

start of the game, always choose the last option at 

the end ofthe levels to get to stage 8, and beat the 

Super Han, He looks the same as 
before, only he gets loads of extra experience points, 
making him faster and more powerful. 



I M 



!£;£] 



To enable the 'Mother Car' you must finish at least 3rd 
in championship mode. A hard task, but it'll be worth it 

for the rest of these cheats, start the game as usual 
then pause it and enter the following codes 

Tank Mode 

A, B, Right, A, C, A, Down, A, B, Right, A (ABRA- 
CADABRA) 

Infinite Turbo 

C, Right, A, Z, Y, C, A, Right (CRAZY CAR) 



TV Camera View 

Right, A, left, left, Y, Down, Up, Left, 
Left (RALLY DULL) 



Skip to Last Lap 

(Must be in first place I 
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THE HORDE 



This is something of a monster code, as it opens uf 
a whole slew of options including a Link Model Go 
to the Options screen and press Up, Down, Left, 
Right, V, Y, Z. Z, A, X, Up, Down, C, B. Actually, the 

Link Mode seems to ha«e been only half finished, a 
lordering on the unplayable and crashes a lot. 
Oh, what could have been . 



Paus 



le you are playing. 



Reveal the map ■ left, A, up, down, B, A, A, B. 
Unlimited continues - A, down, right. A, down. 
Watth all the FMV - right, A, left, left, A. up. B. 
All Items available - B, right. A, left, left, down, 



right, A, A, left. 

level Warp ■ Down, A, Left, left, Down, A, A, Right 
Maximum Loot - Left, A, A ,B, Left, A, Right. Down. 
Play after Village Destroyed - A, Down, Down, Right, 

Double Speed - B, Right, A, B 

Invulnerability - B, Up, Right, Down, A, Down, A, flight 




INCREDIBLE HULK 


^22''! ooc^s 


^^^ 


ooflHRp 


■■Kk ^ 


LEVEL PASSWORDS 

This may not be the greatest Saturn game in exis- 
tence, but here are some handy passwords for that 
lonely individual 

Level 1: eojEEoCsBO 
Level 3: B08E0F0802 
Level 4= 00D026B698 

level S: 4OD74DFF12 
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INDEPENDENCE DAY 



blociibtjster movie but 5till a reasonable Saturn 
shoot 'em up. Here's a load of useful cheats to make 
Fox Interactive'; alien blaster Just a little bit more 
user friendly. 

ENABLE AU CHEATS 

To unlock all the game's hidden codes at once, go to 
the options menu and enter your name as 
-RADARMV." Exit to the game select screen and 
quickly press Left, Right, Up, Down, X, Z, Y. A cheat 
menu will appear, allowing players to choose all the 




FAST RELOAD, DAMAGE BONUS, U. WEJWONS 

Go to the options mode and enter the player name 
as "GO POSTAL" Exit to the game select screen and 
then quickly enter Left, Right, Up, Down, X, Z, Y. Vou 
will go to 9 cheat menu, and now have the option to 
switch the Fast Reload, Damage Bonus and Weapons 
modes on. fast Reload lets you fire missiles very 
rapidly. Damage Bonus takes out aliens, generators 
and vehicles in one shot. Weapons gives you unlim- 
ited firepower. 

SELEaCITY 

Select the options mode and enter the player name as 
"FOX ROX." Exit to the game select screen and quickly 
enter Left, Right, Up, Down, X, Z, Y. This takes you to a 
cheat menu, and from here you may proceed to any 
city in the game 

SELEa PLANE 

Co to the options mode and enter the player name as 
"MR HAPPY." Exit to the game select screen and quick- 
ly enter left, Right, Up, Down, X, Z, Y. A cheat menu 
appearsaiiowinginstant access to any plane including 
the alien fighter craft, 

TARGET CmUANS AND FRIENDUES 

On the options mode, enter the player name 
"GODZILLA." Exit to the game select screen and 




quickly enter left. Right, Up, Down, X, Z, Y. The 
cheat menu appears, and you'll now be able to 
switch the KItL CIV and KILL WING modes on, 
which will let you target and destroy civilian 
ground targets and evenyouf own wingman. 

TOUnST MODE 

Go to the options mode and enter the player name 
as "TOURIST." Exit to the game select screen and 
quickly enter Ufl. Right, Up, Down, X, Z, Y. On the 
cheat menu screen, switch the City, Tourist, Demo 
Cam. and No Time modes on. Tourist mode removes 
all atiensfrom the world, Demo Cam controls the 
camera with the joypad and l^o Time removes the 



JOHNNY BAZOOKATONE I KING OF HGHTERS '95 



Some nifty codes for this abysmal 

platform game. 

xnd Stage -Walker 

3rd Stage ■ Overtime 

4th Stage - Villa 

jth Stage - Endboss >* 

Infinite 

Lives/Level 
Select 

Enter the 
"taehc." your life 

say 24, but 
decrease To skip a level pause thi 
and press X. 
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e if the plural of stadium is 'stadia' or 
'Ilju5t say that these code? allow play- 
to select more than one secret stadium. Mostly 
ic American grounds iil(e the awesome Houston 
Astrodome, but they're not a patch on Wembley 
Input these names at the PLAYER CREATION 
select the different... grounds. 

OLDDC - RFK Stadium 

SHARKSFIN - Tiburon Sports Complex 

GHOST TOWN - Wild West 

iET^ONS - Astrodome 

DAWCPOUND - Cleveland Browns Stadli 




SNAKE - Old Oakland Stadium 

BIG SOMBRERO - Old Tampa Bay Stadi 

DANDAMAN - Old Miami Dolphr 



Stadiui 



SECRET TEAMS 

For the die-hard US football fanatic there are a few 
hidden classic teams, all of which are very formidable 
teams, it's a shame the players in the '70's team don't 
have huge afnjs, flared trousers and platform trainers- 
a comedy opportunity sadly missed by the Madden 



coders! Enter these names at the PLAYER CREATION 
screen to uncover the teams. 

LEADERS - All Time Leaders 
COACH - All Time All Madden 
ORRS HEROES - EA Sports Team 
LOIN CLOTH - Tiburon Team 
PAC ATTACK - All 'Eo's Team 
STEELCURTAIN - All 'jo's Team 

COLD RUSH - All 'So's Team 



MAGIC CARPET 



Co to the options screen and test the following 
indeffectsin thisorderiH, 31,1;, 5,26,and2Z. 

The Cheat should appear on that screen along with 
(el select option. While playing the game after 
enter the code. Pause it and htt X to access all 

spells. Hit Y to finish the level. Hit Z to get a nice 

Mana bonus for yourself 




MARVEL SUPER HEROES 



RANDOM CHARACTER SELEa 

Hold the left or right buttons for 
■ee seconds on the character se 

)und very quickly, allowing play- 
; to then hit any button and 
ve a character randomly 
selected for them. 

AWAY STRIP 

Pick the alternate costume in 

)ne-piayer game by selecting 
your fighter and then holding UP for three seconds 

iharacters in the top row), or DOWN for three 
seconds (for characters in the bottom row), and then 
pressing any button. 




SHEEP MODE 

At the 'Select Tr; 

Down, Down, Left, Right, Z, 

the game begins, all player; 
racing on sheep! 

SUPER BIKES 

At the Mode Select screen, press 
Top Left+Top Right-t-X+V+Z all 

together for a super bil;e. The 

timing on this IS difficult, so 
be sure to press all the but- 
tons simultaneously 

TANTALUS BIKE 

On the arcade Transmission 
Select screen, press Top Left, Top 
Left, Top Right, Top Right, Left, 
Right, Left, Z, V, Z. Wait for the se 




t, then 



■n the ra 



e the Tantalus logo on his back. 

MUSIC SEUa 

At the mam menu, highlight Arcade 
and hold X+Y+Z. When you enter 
Arcade Mode you'll now see the title of 
he songs at the bottom of the tract; 

,eiect screen Change itto hearyour 

ManxTTtunel 



FAST START 

Hold accelerate and brake when thi 
"two", release the brake when he gets 
keep the accelerator revving at around 
When he says "Co!" Vou should have a 
starti Practise makes perfect here. 




TAUNT 

Press DOWN, DOWN and the two shift buttons together 



EXTRA POUNDINGI 

After the final raund of a fight, quickly hold 
dowm the two shift buttons to be able to dis- 
pense a little extra justice, and smash your 
defeated foe a little morel 



CHARACTER SELEa 

TO ACCESS DOOM: Complete the game and go to the 
character select and press DOWN, DOWN, A, B, C then 
press and hold any attack button. Enterthe code quickly I 

TO ACCESS THANOS: Complete the game on default diffi- 
culty go to the character select and press UP, UP then Z, 




TO ACCESS ANITA: (Japanese version only) Complete 
the game and then go to the character select screen 
and press UP, RIGHT, DOWN, LER, UP, RIGHT, DOWN, 
LEFT then hold UP. Now press X, X and Y together, then 
X,YandZtogether. 
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MECHWARRIOR II 



ULTIMATE CHEAT CODES 

To make Activision's stunning Mech shoot 'em up 
m better, enter the following codes on the pass- 

EXTRA HEAT SINKS: »XX0/A4>Y+ 
JUMP JETS; #¥XO/A>YOL 
CRUISE THROTUE: »AX0/A4YYA 
UNLOCK MISSIONS; T<XO/AXA<= 
OVERWEIGHT MECHS: #OXO/A»0/ 
EXTRA VARIANCE: T#XO/<AX« 
WORE AMMO: TOX0/AX>TU 
INVINCIBItfTV: ttttXO/AxUZ 
NEW "ElEMf NTAl" CHASSIS: T/XO/AZ<#- 
NEW "TARANTULA" CHASSIS: #/X0/A4<LY 



MEGAMAN X4 



MORTAL KOMBAT II 



To get the secret screen with the cheat switches, 
press Down. Up, Left, Left, A, Right, Down, B, Y, C 




OPEN CBEEN '?' MENU 

n and hold Up + left Shifts- 
Right Shift until the screen starts to shake. This 
opens the green '' menu, which allows one button 
fatalities anc a 

OPEN RED AND BLUE '?' MENUS 

At the stcr. iir-^n press High Kick, Low Kick, Run, 
low Punch, High Punch. High Punch, High Punch, 
LowPunch, Low Punch. The gar 

if you've dijne t conertty. 



PLAY AS CHAMELEON 

Pick any of the masked male ninja fighters, and press 
and hold Left, then press and hold Run + Block + High 
Punch + High Kick. When the match starts your fighter 




OMy SEGA SATUPN MAGAZINE has the power to 
bringyou the complete Saturn tips guide, and next 
month, thanks to the simple laws of the English lar 
guage, we'll beflnishingthe Tips Megathon with 
the letters H-Z Or rather NX, because there aren't 
any Saturn games beginningwith the letters Y or Z 
Odd that. Anyway, we're taking a well-deserved 
break now and then we'll spend the rest of the 
month dreading the thought of Part Two, Aaaagghl 
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I This issue we tal<e a look at tlie latest addition to SNK's classic beat 'em up series, PLUS present yet another 
EXCLUSIVE interview with the talented coin-op creators at AMI. WARREN HARROD reports. 



I he fifth in the long running 2D beat 
up series, King of Fighters '98 is 
I the annual update all SNK fans 
] have been waiting for. With a host 
ew features, characters and 
gameplay techniques, this money-crunching 
update is sure to be a massive arcade hit! Although 
SNK hasn't revealed all of the game's extensive 
changes, a nuiDber of essential enhancements 
have been announced. 

Old characters that appeared m previous King 
of Fighters games (from KoF '94 to KoF '96) are back 
again, boosting the total number of playable com- 
batants up to a staggering 38] These now include 
Mature, Vice, the insanely powerful American Sports 
team and the Master team (comprising Takuma, 
Held em and Saishu). 

King of Fighters '93 
includes the Extra Mode 
KoF '94 and KOF '95 as 
well as the Advanced 
Mode from KoF '96 
and KOF '97, offering 
players two different 
vrays to tackle the 
game. For both of 
these modes, there ate also extra benefits for the los- 
ing player when he starts using his next character: 




^-rj" ii n'-""J^ 



.If, nir^'Ijn ''■ 




s in previous games, pressing the A, B 
together charges your power bar. In 
your attacks do 2S% more damage. 
When you're m the IWAX 






7 per- 




form a super spe- 
cial attack at any 
time, but as soon 
as you do, your 
power gauge goes 
down. Each time you 
lose to an opponent, 
youT power bar gets shorter, so it's ituicker for you to 
recharge it and reach the MAX status again. 

Advanced Mode: Tliis has been updated and 
improved. This mode also uses a power gauge. By per- 
forming special attacks and being hit, the gauge 
builds up. To the side of the gauge are three points 
and when these light up you can perform a special 
attack. One Special attack costs one point One of 




these points lights up when the gauge reaches MAX. 
Before, this would happen automatically when the 
gauge was full, but now you must press the A, B and 
C buttons simultaneously when the bar is full to go to 
the MAX state. Another new feature is that (in team 
play modes) your second character has four points 
and your final character has five points. You can also 
carry charged points over into the next round. 



CON'nNUB: A new feature in the game is the 
Continue Service, When you lose against the CPU 

you have a chance of gaining 
a special service when you start. For example. 
Attack Power-Up, No Gauge for CPU or MAX Gauge 
Start to name a few. The different option slots are 
rotated and you have to select one by 



A Ho Idea who IhBii 
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but they're cutel A Check out King dF lighters '98 at an 



SE]E3S-E!Si!SSa!SB 




piessing the A button You can ignore this feat' 
by pressing the D button. 

JUMP: In KoF '97, the jump systems for the Extra 
and Advanced modes were different, but 
they've been merged to give four different types of 
jump! These are: 

Big Jump: Move the lever down then push it up, 
Normal Jump; Push the lever up. 
Medium Jump: Move the iever dovm then tap it up. 
Small Jump: Tap the lever up. 



The familiar Team Battle System and Team 1 
features remain the same as before, but they're n 
Joined by the Roulette Team Edit which creates a 



A SNK has Improved sven the game's 2D backgrounds. 



phere to it with a lot more variation between 
them. In addition, some past stages make reap- 
pearances in new and improved foims. All in all, 
that SNK has packed more features into 
King of Fighters 'g8 than any previous game in 

We're really looking forward to getting 
our hands on this latest update and players can 
expect King of Fighters '98 to hit arcades around 
the UK any time ni 
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DYNAMITE COP: EXCLUSIVE INTERVIEW! 



I oilowingthesuccessof Die Hard 

I Arcade, both the com-op and Sat 
lions, it was inevitable 

I that AMI would 

I its hard-hitting 
creation. This issue. WARREN 
HAEROD talks EXCLUSIVELY to 
Mr Rikiya Nakagawa (General 
Manager of AM R&D Dept. Jti) 
about Dynamite Cop! 

SSM Why did you decide to 
make Dynaniite Cop) 
BN When we developed Die Ha id 
Arcade, there were various ideas 
that we couldn't include at that 
time, so we decided to use them 
all in a sequel. In addition, there 
are no other action games 
like this in arcades and we 
thought we could produce a titie 
that would surpass out previous 
effort. But this time we wanted tc 
lots of enemies on screen and make 
them look more impressive, so 
instead of the ST-V board we are using 
Model 2 hardware. We started developr 




y<*fr'. 




SSM Tell us about the development team. 
RN As before, the develop i 

, We sent one pi: 
grammers and tour designers from Si 
Japan to America and worked with 
the Sega of America development 
provided most of the techni- 
cal expertise and development 
know-how while they cer- 
tamly have abetter ideaof 
overseas marketing an 
talented arttsts to do 
illustrations. 

SSM How has the gameplay 
advanced since Die Hard Arcade! 
RN Fundamentally, the basics 
haven't really changed much. 
but we've improved a lot of 
minor details. Before, 
you could only niove 
from side to side, but 
now you can move diago- 
nally as well which gives 
you a lot more freedom 
attack. There are 
to tackle as well. 

SSM How are Dynamite Cop's three 
differerjt in terms of variation? 
RN Usually, when you finish a game 
there's nothing to make you want to play 




again. We wanted to have much more variety and 
challenges in order to provide better replay value. 
Each course takes you through a dif- 
ferent route in the massive ocean 
1 1 ner. However, the cruiser is just so 
incredibly big that you can't go 
through every area just by doing one 
Each stage has some specific 
sections of the ship that aren't in the 



SSM Do the three different char- 
acters use the same type of attacks? 
A. Not leally. Player one is basically 
the same as the original charac- 
ter in Die Hard Arcade. He's a 
specialist with weapons. When 
he uses a power-up item, he gains a 
lot of amazing special attacks and 
really cool ways of shooting. The 
female player is good with wrestling attacks 
d at dislocating an enemy's joints. When 
she powers up, she can break an oppo- 

bones 13 times! Lastly, there's 
Player Three who is a specialist with 
punch and kick attack; 



A Players have to rescue the President's daughter... again! 
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A Wilt Dynamite Cd|) appear on Saturn? Not likely. 



A The disco stage is a 



is or pulsing sounds and lights. 

eSEGA 1996. 1998 
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SSM Are the 

than in Die Haid Aicade? 

RN The enemy characters a 

definitely more intelligent 

than before They respond 

accordingly to each of the 

player's attacks and 

block as well. So if you keep 

trying to repeat the same attacks, 

they won't be effective. You'll need to 

vary you attacks to get past their guard. 

Enemies can also shoot at you from 

is the other side of the 
watch out for sneak attacks. -4 ^. 

SSM Please tell as about some of the 

Inteiesting weapons In the game. 

RN Tliere are lots of otijerts in each stage 

that may be picked up and used as weapons, 

such as various Sega arcade cabinets 

They look very impressive when they 

explode on screen. In addition, the food you pick up 

can either be thrown or eateni If you eat it then you 

can restore your health, but if you can also throw it 

to inflict damage. Food like the sushi doesn't do a 



SSM So how would you SI 
' Dyriamite Cop? 

RN Well, we've really powered-up this 
sequel with really stunning graphics and action 
intensive gameplay. If you want to rescue Caroline, 
the President's daughter, then you're going to have 



A WluI'sthBfiitiirB hold tor Ikm? Only Mr NBksgswiknowil 




A Take out the t«rrorisls and save the bo 



i Powerful altachs Include many bone-breaking 



aval I able throughout the ship. 
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The Godzilla VMS Is ace, encouraging us all to swap DNA in a sate, non-sexual man- 
ner. Monsters are also ace, and let's face It, who hasn't felt the urge to rampage 
through Tokyo destroying slqfscrapers at one time or another? Time for a special 
monster-packed feature then! 



You Little Beauty! 



Rodan, Mothra, Megslon, King of the original city-chomp- 

Chidora, Smog Monster - hardly tlie ing monsters that feature 

normal register call at school on a in the long-running 

Monday morning, mainly because the Japanese movie series, 

VMS Godzilla game uses mini versions Don't they look lovely? , 



Are you a monster? 




Do poofila ihake your hand or grab 
their cliildren and run for thoir livot? 
We've all foil a Itttle monttroul now 
and again, but here'i where you find 
out K you're jutt a bit 'mliunder- 
itood' or if you're really a grade A 
ttudeni at IMoniter High. 



1. You're in the luparmarket. A 
ihopper In front of you In the 
'ten ftemt or leii' queue actu- 
ally ha I eleven Itemi. What do 
you do? 

a. Pretend not to notire - you 
may have miscounted anyway 

b. Audibly tut, but take no fur- 
ther action 

c. Forcefully point the fact out 
to both customer and cashier 

d. Shout "Nol Everything is wrongl" 
and eat eleven customers as poetic 



1. Your parenti cook you ■ nice din- 
nei, but Ihi potatoet arc nol looked 
properly. What do you doF 

a. Politely crunch your way through 
them without saying a word 

b. Leave the potatoes, pretending to 
be "full" 

c. Complain about the potatoes and 



refuse to eat them 

d. Smash table, eat parents 

). Vou win llcketi tor a romantic week- 
end for two In Paris. What do you do? 

). Stay at home because you have 
o go with 
b. Sell the tickets to someone 
enjoy the joi de vivre 
] of Parisienne life 

ush the Eiffel Tower 
and lay eggs in the Louvre 




K \ ( 4' '^'^ elderly relatlie ha 
ff^ *\\ died. What do you da? 

a. Phone friends and 
' family, offering hind 
\ words of support 

b. Phone friends and 
family, to organise the funeral 

c. Try to find their will 

d. Eat the corpse, regurgitating 
to feed your young 

{. You're late for an Important 
meeting, when > man 
apprOKhet you on the 
(troal polHely atking you to nil In 
a quertlcmnalre. What do you lay? 

a. "I really.,, oh, okay then" 

b. "Sorry, I'm in a hurry" 



^ 


s 






(<> o| 




^ 








-S1-, 




& 



6. What'! your fondest 
childhood memory? 

a. Singing nursery rhyi 

b. Learning how 
your bike 

c. learning to smoke 




d. Shedding your 



n for the first tim 





7. What did you have for breihfatt 
lodiy? 

a. Cornflakes 

b. Toast and jai 

c. Crisps and a 
Mars bar 

d. A couple of 

8. What'i been your moil ^%J | ^ -J 
emb,r„„ing moment? ^ "^ \ ' 

a. Forgetting to return /, *^ <>. 
that library book [l] \\\ 

b. Falling off your chair Vli--*— -JUV 
I restaurant 

Being sick on your girlfriend 
Accidentally destroying Osaka 

instead of Tokyo 

9. If you could change one thing about 
your lite, what would It be? 

a. Worked harder at school 



10. What's the most Important 
thing you've learned? 

a. Always pay attention to the 
needs of others 

b. You don't die If you step on f hi 
cracks in the pavement 

c. Preheat the oven before cooking a 
pizza for that extra crispy finish 

d. Destroy power-plants first to 
weaken enemy defences 



What do people do when they i< 
you walking down the street? 

I. Say hello and ask how 

you've been 

b. Smile and continue walk- 

ng along 

. Pretend they haven't seen 






indcr 



.s the St 



ig "M0I Please 



Cod. no!" 

How did you answer? 

Moitljr a. You're not a monster, just 

Mostly b: You're not a monster, just 

Mottly «i You have a few monster 
chromosomes, but your human side 



Mostly dt Me mor 

Tokyo! Nothing St 
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Japanese Advert of the Month! 
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The game Is called steam Heart's at this lovely piece of advertainment, 
somethlng-or-other, but those pussy- so maybe there are a few pistons 
eared girls don't look like they're grinding away underneath those cat- 
steam-powered to us. Mind you. we like superchicks. Do you think they 
are building upquitea head looking need any entra lubrication? 



A Important researcti Into the dlfferencei belWBOti UK and Japanese gamers, k 



The reaitliings! 





■t hirmtd during the production of thii Fealura. 



SEGA SATURN MAGAZINE ! 




and finally... 



Pull my trigger, I get bigger, then I'm lots of fun!" - Alice 
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EXPLICIT MUSIC WITH 



miTIIDE 



EVERY WEDNESDAY 



Metallica, The Prodigy, Green Day, 

Red Hot Chili Peppers, Sepultura, 

Nirvana, Korn, Marilyn Manson, 

Nine Inch Nails, Coal Chamber, 

Foo Fighters, Def tones. Bush, 

Fear Factory, Heef, Skunk Anansie, 

The Smashing Pumpkins . . . 




Tile toudest magazine on tfie planet 



Your weekly fix of news, reviews, interviews A. coei poster action oniy J1-55 



Come and have a go if you think you're hard enough... 



Aaaaagh! I missed the Sonic Adventure iauncli 



I didn't log on to on Sonic Saturday. 

I missed the shots, the show report and the chance to 

leave my own Sonic Soundbite on the site. Quelle Horreur. 

But I can still tune in for previews of games like D2, 

import Q&A and an online countdown to the launch. 
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^gajie-online.com, 
you can't afford not to 



Where will you find the quiciiest and most 
comprehensive Dreamcast news on the web? Ask Laura. 
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